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LIVE IN YOUR WXRLD. 
PLAY IN QURS® 


Wild Arms is a registered trademark of Sony Computer Entertainment America Inc. ©2002 Sony Computer Entertainment Sa 
Inc. “PlayStation” and the "PS" Family loge are registered trademarks of Sony Computer Entertainment ine. “Live In Your = 
World, Play In Ours.” is a trademark of Seny Computer Entertainment America Inc. www.playstation.com 








Visit www.esrb.org 
or call 1-800-771-3772 
for more info. 
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“The Fellowship of the Ring” interactive game © 2002 Vivendi Universal Games, reserved. The Tolkien Enterprises jogo, together with “The Lord of th 
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It’s December—finally, <x 


ll start 


here come the games! /22=: 


during months where 
there /sH’t any 





llow me to go on a bit of a rant. at the top of most everyone's “must-have” competition! Ah, 
While it’s great that we've got list, and a lot of other really good games i We ER TE Pa 
loads of fantastic PS2 titles coming _ aren't going to get a fair shake. If these same pes 
this holiday season, it really ticks games had come out earlier in the year when 
me off that nearly half of the the field was wide open, then publishers 
D ‘ D ‘ : L Editor-In-Chief ive t 
year’s pales aS Feleased for Christmas. It’s would be happier with the extra sales and I've gotten up just over 90 mph, 
true that this is the busiest shopping season gamers would be happier with more new feats ool eu eee ee ever toscneg oot 
by far, but that also means that this is the games during the year’s dry spells. People Comics, hoops, J-Pop, Wee tomniiee Sood. ee 
most competitive time of the year. There are play games all year—when are publishers movies anime, DVDs) dtawing in Science class, why? 


maybe five to ten games that are going to be going to finally realize this? CHRIS SLATE 
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STEPHEN FROST 
SENIOR EDITOR 


LIKES: Fighters, Adventures 
| HOBBIES: Cat Wrestling 


Ever drive too fast? 
Sure, every night | jump 
into my Lancer and race 
down the 101 at well over 
GOMPH. I’m extreme! 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Shooters, Racers 
HOBBIES: Building PCs 


Ever drive too fast? 

I’m always too busy 
checking my race position 
and the lap number to look 
at the speedometer. 


») ERIC BRATCHER 
ASSOCIATE EDITOR 


LIKES: RPGs, Weird Imports 
HOBBIES: Hunting turtles 


Ever drive too fast? 

Never. I used too, but too 
many tickets curbed that 
habit. Besides, my old truck 
would probably explode. 





BILL DONOHUE DAN FITZPATRICK 





GARY LIEW 
MANAGING EDITOR ART DIRECTOR ASSOCIATE ART DIRECTOR 
LIKES: polish-pope.com LIKES: December weather LIKES: The color bleen 
HOBBIES: Selling CDs! HOBBIES: Fixing the lawn HOBBIES: Making up colors 
Ever drive too fast? Ever drive too fast? Ever drive too fast? 
Ever wonder what a crack team Gee, I don’t know... I guess ) ))| When you commute 100 You know that guy who 
of videogame journalists looks Cra that all depends on the : miles to work, you need to -* ~~ | does 42 in the fast lane on 
like? ...Aw, c’mon folks, just SONMaee CHP’s definition of fast... eee drive fast. But not fast J the freeway? The one with 
XN 15: 
work with us a little, here... oS and if they can catch me! u _} enough to get a ticket (yet). the funny hat? That’s me... 





ere at PSM, we loves us some racin’ games. So, when a really cool one comes along, 
His get considerably amped up. After what we’ve seen of Rockstar’s Midnight Club 
2, our excitement if off the charts—just wait until you get a load of these screens! 
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DANCE DANCE REVOLUTION™, DANCE DANCE REVOLUTION KONAMIX™, DDRMAX DANCE DANCE REVOLUTION™ and BEMANI™ are trademarks of KONAMI CORPORATION. KONAMI is a registered trademark of KONAMI CORPORATION. 
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DROP IN 


roTHe ULTIMATE 


SKATEBOARDING CHALLENGE! 






YOUR CAREER 
- ISWHAT YOU 


MAKE OF IT... 





14 of the world's top pros 
challenge you to prove 
UTR 





Featuring songs by N.W.A., Offspring, and System of a Down. 
Official Strategy Guide available from Brady Games. 


* Online play exclusive to PlayStation®2 computer entertainment system. 
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PlayStation® 2 computer entertainment system screenshots shown. 


"Groundbreaking and brilliant..." 
"Neversoft has another masterpiece on its hands." 


-Official PlayStation Magazine (#60) 
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Tons of new goals in the All new tricks - skitch behind New multiplayer and online modes 
deepest career mode to date. cars, skate on moving objects, including Score Challenge and 
and transfer over spines. Capture the Flag! 


Tony Hawk's Pro Skater™4 is the ultimate challenge. Pros challenge you to make your 
mark in huge free-roaming levels, taking on 190 progressively harder goals with no 
time limits to hold you back. Decide when you're ready to take on your Pro Challenge 
EMO MOM UCM OM LCeN lcm acer MNT CM CMa eli tome TICE CT aes) CSc Da 
respect, and show that you've got what it takes to Go Pro... 
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AUTO MODELLISTA “2 7k» 

We bruise our thumbs on Capcom's racer 
for days on end—here’s what we found... 
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Find out 
which new \( Oy 
games sizzled S” 
at Japan’s 
biggest 

annual 

game 
show! 





Check out the kick-ass new features and 
graphics that push the PS2 past its limits! 








SILENT HILL 3 
Konami's horror show is back to screw with 
your head, and it’s even nastier than before. 
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ASLY COOPER Is this the start BURNOUT 2 Some of the best 
? racing—and crash 


of a top new series 


ANBA LIVE EAS added a lot of 
really cool new stuff this year! 


4RED FACT iON The sequel lives 
up to the amazing original. 


is the magazine for the gaming elite—the hardcore gamers that support and drive 
this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 
family’ or waste space interviewing movie stars that have nothing to do with games. 
That's just not what we're into. 


is also proudly independent. We have no official corporate sponsor, so you can trust 
that our reviews and opinions will always be 100% our own. Our readers always come 
first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
PlayStation 2 gamer, who deserves nothing less. Now let's get this issue going! 
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SEGA is a registered trademark of SEGA CORPORATION. SEGA and Shinobi are registered trademarks or trademarks of Sega Corporation and its affiliates. ©2002 SEGA CORPORATION. Original Game ©OVERWORKS/SEGA, 2002. All Rights Reserved. www.sega.com 
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Hot Titles. 
Rock Tokyo- 








his year’s Tokyo Game 
Show may have been the 
smallest the event has 
ever been, but at the 
end of the day, there 
was plenty to see and 
play, and enough diehard Japanese 
gamers flocked to the two public days 





to ensure massive lines to play the 
most popular titles. 


SURPRISE, SURPRISE! 

Two surprises were revealed early on. 
StarCraft: Ghost, a third-person action 
spin-off of the mega-popular PC 
strategy game, was demoed behind 
closed doors and shows promise. 
Sega made our dreams come true 
with Virtual-On Marz, a home-only 
entry in the series featuring modes 


WHAT DO 
eT ey 


We asked visitors to 
Wwww.psmonline.com what they 
EU nae) mney TMs) 4 O11 fos 
ence so far: From the looks of 
things, it’s a hit—now Sony needs 
to ramp up production of hard-to- 
find Network Adapter itself! 





designed for single players. Sega is 

planning an arcade-style Twin Sticks 
peripheral, although the PS2’s Dual 
Shock 2 should be able to comfort- 
ably replicate the device (something 
its configuration at the show wasn’t 
set for, strangely). 


SONY’S 

SUBDUED SHOWING 

Sony, for all its billions of dollars, had 
the most low key booth at the show. 
The company focused on Dark 
Chronicle, with a large array of 
playable kiosks, and also made some 
noise regarding Ratchet and Clank. 
Most other titles on display mean little 
to American gamers, except for Minna 
No Golf Online—that’s Hot Shots Golf 
here in the States. Sony was also 
showcasing the latest limited edition 
PS2: a sort of translucent, “milky” 
white machine that will go on sale in 
Japan later this year. 


THIRD PARTIES 
MAKE SOME NOISE 
Beyond the Sony booth, this was still 
the PS2’s show, as usual. In the 
Konami booth, Metal Gear Solid 2: 
Substance and Z.0.E. 2 got the video 
wall treatment, drawing large crowds 
at all showings. Z.0.E. 2 made its 


Not enough ——_——e 
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<< Z.0.€ 2 HAD JUST ABOUT 
THE BEST GRAPHICS WE'VE 
SEEN ON THE PSe >> 








VIRTUAL-ON MARZ 
Capcom e Spring (Japan) 

Finally, a new game in Sega's 
excellent mech battle series in being 
made—and for PS2, no less! While 
the robots themselves looked great, 
the environments (admittedly early in 
development) left a lot to be desired. 
Even so, we can't wait to get hold of 
this game with the new Twin Sticks. 





STARCRAFT: GHOST 
Blizzard e Fall 2003 
Not a lot was shown on Blizzard's first 


console action foray, but what we did 
see left us impressed. It doesn’t play a 
thing like the PC real-time strategy 
title on which it’s based, but the 
frantic third-person gameplay and 
atmosphere-heavy environments 
Cea Mem ens 


ee yea y ey 
Square ¢ Winter (Japan) 

One of the prettiest RPGs we've ever 
seen, this new Square title aims to 
shake up the genre. Dungeons aren't 
explored freely; certain key areas of 
them are tackled in sequence, and 
Square claims the battle scenes are 
“drawn” on the fly without using 
sprites or polygons—weird! 
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playable debut and, with better control 
and camera work and just about the 
best graphics we've ever seen on the 
PS2, was one of the show’s highlights. 
Also playable in the Konami booth was 
Silent Hill 3, which was early enough 
for the trailers to be more impressive 
than the playable demo. 

Outside the Konami booth, 
gamers took a strong liking to the 
Sega booth and its enclosed stage 
area, which housed creator interviews 
and presentations. Sega showcased, 
alongside Virtual-On, the updated 
Shinobi (reviewed this issue), and the 
PS2 remake of Sakura Wars. The 
latter title was the biggest draw at the 
booth, with three-hour lines. 

Next to the Sega booth, Capcom's 
big titles were Devil May Cry 2 and Red 
Dead Revolver, both of which have 
improved since their debuts at E3. 
DMC2 brings back all the style of the 
original, and plays similarly as well, with 
a few new moves for Dante. In contrast, 
Red Dead Revolver, with its western 
setting and gun shooting action, feels 
like something a bit different from what 
we've played before. 


Final Fantasy X 


Side Story 


hile we didn’t see hide nor hair of 
Final Fantasy XII at the show, 
Square did debut the first teaser 


for its upcoming side story (or spin-off) to 
Final Fantasy X. From what little is known 





RPGS IN THE SPOTLIGHT 


Role playing games were the show’s 
biggest draws, with the PS2’s big 
three of 2002 each requiring two 
hour waits. Square's Unlimited Saga 
was one of the most beautiful titles 
we've ever seen, making use of a new 
graphical paradigm that looks like a 
cross between 2D and 3D. Namco’s 
Tales of Destiny 2 and Enix’s Star 
Ocean 3 are more traditional, while 
still managing new ideas. The Namco 
title feels and looks similar to the 
ancient original, while the Enix title 
impressed us with its action-oriented 
battle system and all-around polish. 


IT’S NO €3, BUT... 

TGS may have been smaller this year, 
but it still had all the energy we've 
come to expect from the event—the 
booth girls, the gamers dressed as 
their favorite characters—and looking 
back, the game lineup was just as 
strong, if not stronger than ever. Keep 
your eyes peeled for our “best of 
show” picks to arrive in the U.S. in the 
coming year, and in the pages of PSM 
before you can say “TGS 2003!” 


> 





at present, the game will focus on Yuna as 


the main character (shown wielding two 
handguns and wearing skin-tight shorts, no 
less!) and use the FFX game and battle 
engines—so don’t expect a big departure 
from the norm, despite Yuna’s pistols. Two 
new, yet-to-be-revealed characters are also 


shown in silhouette on the poster. 








Pistols, hot pants, and a long 
ponytail—is it Yuna, or Lara Croft? 
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DVD for 
PS3? 


Sony's amazing new 


























he future of DVD has a color, and it’s blue. 
Recently revealed at a Sony technology showcase 
in Japan, the so-called Blu-Ray DVD format is part 
of a multi-company effort, which includes PS2 
partner Toshiba, and promises to make the current DVD 
format look like the data-storing equivalent of a thimble 
in comparison. 


AN OCEAN OF DATA 
Compared to the current DVD format’s nine gigabytes per 
side, the new format will be capable of cramming 23GB 
onto one side of a single disc, whichis housed inside of a 
plastic “cartridge” of sorts. Not only that, but the technolo- 

| gy is being designed as a recordable medium and fully 

| HDTV-ready from the get-go. 

According totits creators, the format is pegged to hold 

15 hours of DVD quality video or 3-4 hours of HDTV 
content. For recording, it will be rewritable, just like 
current-day VHS tapes—only without any of the annoying 
rewinding, of course. Blu-Ray discs won’t play on current 

| DVD players, but players designed for them will be 

| backwards-compatible with original DVDs and CDs. 


| Blu-Ray disc is huge-and it 
| could be in the next PlayStation 


4 Blu-Ray DVDs 
are encased ina 

slim cartridge that 
fits snugly into the 

drive tray of the player. 
As the label on this one 
indicates, multiple movies 
can fit on one disc. 


PART OF THE PS3 PICTURE? 
The format is still a way off even in its video-only form, but 
it’s nevertheless in the official running (against what else 
we don’t know) for the data gorege medium used by PS3. 
The potential is impressive, to say the least. Since it’s 
rewritable, the PS3 wouldn't necessarily need a hard disk 
drive like the one PS2’s going to be getting—each game 
‘disc could simply have itSown writable space. Of course, 
blank discs could always be used for downloading content 
__ fromthe Internet or for using PS3 like a TiVo to record 
“TV programming. 


PS3: EVERYWHERE YOU WANT TO BE? 
There's also word this month—from Sony itself—that PS3 
might not just be limited to the console domain. A 
spokesman for Sony Computer Entertainment went on 
record saying that PS3 could take the form of an operating 
system that could run on a variety of devices, allowing them 
to play PS3 games. 

So, instead of a PlayStation with DVD capabilities, you 
might have a DVD player with PlayStation capabilities. Or a 
toaster that can play Final Fantasy? Hmm... 
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It was widely reported this month 
that Greece had completely 
banned all forms of electronic 
ETNA Mee street Tm UnTeL 
unknowing tourists might face 
arrest for possessing Game Boys 
or playing Minesweeper. A Greek 
embassy spokesman confirmed 
the law, but said that the legisla- 


tion applied only to “games that 
encourage gambling” 


SHALLOW GAMES 

We've been noticing an unusually 
high number of pretty, but incred- 
ibly shallow games lately. Maybe 
it’s the old “PS2 learning curve” 
again: new developers putting too 
much effort into getting great 
visuals, but being left without 
enough time and resources to 
create good gameplay. 





RUMORS 


PS2 PRICE 
DROP IMMINENT? 


Could we see two PlayStation 2 price drops within 
the same year? That’s what we've been hearing lately 
from retail sources. According to buzz behind the 
counter at the nation’s retailers, they’re being told to 
prepare for another $50 to be slashed from the 
PS2’s price tag in time for Thanksgiving—just in time 
for the holiday rush. 


NAMCO’S 
FIRST FPS 


Now here's an unlikely pairing: Namco and the first- 
person shooter genre. It sounds strange, but if rumors 
out of Japan are to be trusted, the fighting and racing 
game masterminds are hard at work on a Japan- 
developed FPS for PS2. Unfortunately, the rumors 
don’t hint at what exactly it’ll supposedly be about, 
but it’s nevertheless a very interesting rumor. 


SURVIVAL HORROR 
REINVENTED 


A new evil is about to take up residence 
at Capcom, or so we've heard. Our 
deep-cover sources relay word that the 
house that Mega Man built is working 
on a brand new survival-horror series... 
that isn’t Resident Evil, Dino Crisis, or 
even the upcoming Clock Tower 3. 


PS2 MISSES OUT 
ON MGS3 TRAILER? 


We're having to wait for Metal Gear Solid 2: Substance 
(Xbox gets it first), but now there’s word that 
Microsoft’s console may actually get one very special 
extra that PS2 fans won’t. Word making the rounds is 
that the first trailer for Metal Gear Solid 3 won't debut 
on PS2. However, that doesn’t mean the game will 
come to Bill Gates’ box first—it’s still on track to hit 
PS2 before heading to any other systems. 





ara dele 
SHOULD BE PLAYING 


1. Ratchet & Clank 
Action platformers have seldom been as big or 
bold as this far-out intergalactic adventure. 


pee Tali a4 


The speed, the control... everything about this 
ey viene CO 


3. NBA Live 2003 
If you can only play one hoops game, this one 
just inches out Sega’s super-solid NBA 2K3. 


4. SOCOM: U.S. Navy SEALs 


There’s still loads of fun to be had online from 
this tactical squad-based shooter. 


5. Sly Cooper 


Sony’s new hero will steal your free time with 
Tera esi EL 


TURTLE 
POWER! 


evin Eastman and Peter Laird’s comic book 
heroes on a half shell are kung-fu kicking 
their way back into the videogame world, 
compliments of Konami. Responsible for 
the original (and still thoroughly “radical”) TMNT 
arcade game and subsequent console offerings, 
Konami has re-obtained the license and is working on 
new games based on the new Fox Kids series 
debuting next spring. 
The games, like the 
series, will revolve 
around a team of four 
turtles—Leonardo, 
Donatello, Raphael, 
and Michelangelo— 
transformed by 
radioactive goo into 
ninjitsu-using crime 
fighters out to stop 
an evil mastermind 
named Shredder and 
his Foot Clan. 
The turtles have a 
new look, but 
Konami isn’t saying 
just yet what form 
the games will take. 
What's for certain is that we probably won’t find out 
until next E3—and the games won’t hit until fall or 
winter of 2003. That said, we can only hope they'll 
be as good as the arcade and SNES games. 








Konami's very first Teenage Mutant 
Ninja Turtles game debuted on the 
original 8-bit NES, and was followed by 
bigger, better arcade and SNES titles. 
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PMoyy! reader 
POLL® 
MORTAL esses” 


next month's Monitor, 


KOMBAT: rye spvse: 


online, what do you 
think so far? 


Meet the New a4 a, 
PSM Online! moments-e all ; 


have ‘em. Let’s 
hear yours: good 
or bad. 

Answers will appear in 
ett 
section, Answert 
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rinted pages can only what's going on in the world - ys % ! 
hold so much—that’s of PSM—from sneak peeks at enter : ie 
h ’ : ; REVIEWS SPECIAL!! 26 NEW GAMES RATED! 
why we created an what’s coming up in the next Hang out with your KINGDOM HEARTS COMPLETED! WRESTLE MANIA! 
online sidekick to the big issue to our thoughts on bebe eas é : : 
daddy mag you hold in your current gaming topics. Rondy’s 
hands, and we called it PSM You'll also find cool weblog TIP of the 
Online (clever, eh?). Now our —_ desktop wallpapers, Walcaine'te tha jan PEMORInel MONTH 
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the official PSM weblog, that you won't find in the subsotie te Amerta's best Pez magesine (es Ffoulnodst s\esariin | TRVERERERET Rete 
which is kinda like the magazine. Plus, it’s also oh ess Il be jotting down personal notes from time to time, in this while gaming. 
captain’s log from Star Trek, where you can send us your ONLY $1.00 AN ISSUE! 
z miei We hope that you enjoy the new site -- be sure to let us know what you 
only without the stardates submissions for our new Talk think! And a big thanks goes out to PSM Art Director extraordinaire Dan 
pncicaalniceen ener Backecochoniinithe mag So we Bupabrick) for single-handedly putting the whole thing together! Chris C 
while it doesn’t keep track of swing on by at GS desktops 
the Klingons circling around www.psmonline.com—it’s 
era Media with Passion * Capcom Dances with the Devil ¥ 
Uranus, tt will let you know totally free and totally PSM! Future Network USA September 12: We recently jetted to Capcom's main offices in Osaka, WF 
MacAddict J. 6 heck out a bunch of ney titles, inluding Devil 2. Th B, \ 
, ; 5 Macadiile3 Biggest ews is that Dante hor been alien sleidc stetenCre ee C4 PIRAUANTASY XL 
Unless you have a laptop, you can’t take this PSM into the bathroom. acrobatic new roves, First, there’s the ability dual-target, trick shooting iS 





at one enemy in front and one behind, or just crossing his arms to 
make emptying both barrels at a single enemy look cooler. 














Jester Makes More Music 


The music-making interface is getting a more 
aesthetically pleasing (and user-friendly) makeover. 


| onsider yourself an 
ee Nae ae Ta Ceres} | up-and-coming 








| Akira: Stoic Japanese martial Shakira: Sultry Latin American maestro? The latest 
| arts master with fists of steel pop star with buns of steel | version of U.K.-based Jester 
| Interactive's superb program 
_ Music (known as MTV Music 
| Akira: Created by Yu Sukuki of Shakira: Created by Esteban | Generator here in the States) 


aims to make it even easier to 
: make pro-quality tunes on the 
ROUND TWO: In the Field the PS2. 


| Akira: Knocks out opponents Shakira: Knocks out men with 3 Music 3 (working title) will 
| with his expertly-honed moves her sexy, on-stage moves include the ability to sing a 
melody into a USB micro- 


Sega's AM2 division and Nidia Mebarak of Columbia | 


eieigt 


Sis! 





hs 


St 
‘EB BSBSE8 8 B 


elelel 








| Akira: Most powerful move is Shakira: Most powerful move is | into an on-screen sequence 

his “Stun Palm Of Doom” her “Rump Shake of Doom” | that can then be played back 

: | by any instrument you 

' aT 1 choose. Plans also call for a new “DJ Supermixer” 
— aS Sa slay ae ! mode, featuring six virtual turntables that can be 
| Akira: Appeared on the cover Shakira: Appears on mags used to mix tunes on the fly, and the ability to 


of PSM wearing karate clothes wearing haraly any clothes assemble your own 3D rendered videos to 


accompany your songs. A U.S. publisher has yet to 
Akira: Is a videogame Shakira: |s a real, live woman be announced, but Jester expects Music 3 to hit 
| character | these shores this winter. 


1 WINNER: SH Pe A It'll be possible to assemble trippy music videos from : 


a real-time 3D clips, such as this dancing bunny. 
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One cunning devious thievius raccoonus. 


Stealing is never condoned, unléssiyou're Sly Cooper. A notorious raccoon thief on a mission to steal back his family’s most 
Pair possession. Using a repertoire of sneaky moves, you'll go from one impossible job to the next using cunning skills and 
eels OMIM Ue Mutosieecel MOEN AM TR oom} Ue CR MME ce MCSE Ue RU Ceci cae en Om UI 
raccoon. Bice lisic when you're as good as he is, grabbing priceless jewels and emptying casinos is like taking candy from a baby. 
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of the clone army for a reason: you're fast, you're 
lethal and nothing comes between you and your prey. 
ANAL TN eA Cea ea 
six unique worlds that make up the seedy underbelly 


of the Star Wars universe. And teach the galaxy's mest 
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HECKPOINT 


This is your one-stop spot to get a handle on the best stuff headed our way. 
Please keep in mind that release dates are always subject to change. 





New Releases 





TITLE GENRE PUBLISHER 
Sim 
RPG 
RY tac) 
efit 
Sports 
Misc. 
Action 
RY Ta cy 
Sports 


eo) 
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Armada 2: Star Command 


Battle Engine Aquila 

Devil May Cry 2 
Ghostmaster 

Daredevil 

Pride Fighting Championship 
Primal 

War of the Monsters 


FEBRUARY 


Celebrity Deathmatch 
Dungeons & Dragons Heroes 
Elder Scrolls Adventures 
EverQuest Online Adventures 
Fear Effect Inferno 

Final Fantasy XI 

Gladius 

Jackie Chan Adventures 
Micro Machines 

Mission: Impossible—Operation Surma 
Return to Castle Wolfenstein 
RPG Maker 2 

Star Ocean 3: Till the End 
Xenosaga 





Air Force Delta 3 

Bomberman Kart 
Chessmaster 

Dynasty Warriors IV 

Falcone: Into the Maelstrom 
Indiana Jones Emperor’s Tomb 
Mafia 

Moto-X 

Rainbow Six: Raven Shield 
Rayman 3: Hoodlum Havoc 
Red Dead Revolver 

Robocop 

RTX Red Rock 

Shaun Murray’s Pro Wakeboarder 
Silent Hill 3 

Starsky and Hutch 

Tankers 


Tom Clancy's Splinter Cell 

Xill 

Yu-Gi-Oh! Duelist of Roses 

Zone of the Enders: The 2nd Runner 
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Visit www.esrb.org 
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for Rating Information. je 



























Cool Stuf 


Here’s a look at some of 
the hottest new gear 









that everyone’s 
talking about 
: Hot off the news of the September 
Price: TBA lease of the MGS2 d ta 
. is A Hey, you got your controller mixed in with my Relooee tu eule vocnnentary = 
Available: Early 2003 keyboard. No, you got your keyboard mixed in ___ which has previews of new VR 
with my controller... missions—Konami still has Substance 
planned for PS2 release next spring. 
Logitech made a name for itself with a broad range of _ table, and features all the hallmarks of standard PS2 Cross your fingers for MGS3 in 2004! 
PC accessories and peripherals, many of them for controllers: Dual analog sticks, a D-pad, pressure- 
hardcore gaming. Thankfully, at this year’s E3, sensitive face and shoulder buttons, even vibration 


Logitech announced it would be focusing some of its feedback. NetPlay is compatible with any game that 
attention on PS2, the early efforts resulting in the supports USB keyboards, and the keyboard itself 
nifty headset many of you bought with Sony’s SOCOM: detaches for standalone use. 

U.S. Navy SEALs. Known as Logicool in Japan, the man- Since Square's Final Fantasy XI gave the NetPlay 
ufacturer seems to believe that the future of console —_ Controller an endorsement, thousands of PS2 gamers 





gaming is online, and has created a must-have con- in Japan have been putting it through its paces. 
troller ideal for MMORPGs and other online games. Although it hasn’t been officially announced for the 
Called the NetPlay Controller, this innovative U.S., it’s a pretty good bet to launch stateside early 


keyboard/controller combo enables you to play games next spring, probably around the time ofFinal Fantasy 
and type messages without having to switch between _X1’s release. F i e . 
devices. It fits comfortably in your lap or sits on a If Silent Hill 2 had you going potty in 


your pants, wait until Konami's third 


game in the series. A new heroine, 
TOP 10 DVDs TOP 5 MOVIES (THEATER) 


Heather, takes on tons of new mon- 
Strosities in a game looking darker, 
more grotesque, and heavier on 
firepower than SH2. 
OUR TOP PICK: 
12/18/02 
This winter’s biggest potential 
} blockbuster is heavier on 













OUR TOP PICK: 


} 12/17/02 
The long-delayed and highly 
anticipated DVD release of 
























| Robert Zemeckis’ time travel | | & action than Fellowship of the 
| trilogy aa re J. sa | My | Rings—the battle at Helm's 
ean cares if the thir | Tw OTOWE Deep may be the most impres- This off-shoot of Blizzard's excellent 
is i wae sive ever put on film! PC real-time strategy title StarCraft 





sounds like a sci-fi take on MGS2— 


12/07/02 2. Star Trek: Nemesis 12/13/02 only: with a super-sexy female lead 


2. Minority Report 











Tt i Picard and crew discover that those damn pesky Romulans are 2 

‘i fa ee ae tas plotting an assault on Earth. Will this be the final Trek adventure? character and vastly more high-tech 

" 3. Gangs of New York 12/27/02 weapons. There may even be some 
5. XXX 12/31/02 Love him or hate him, Leonardo DiCaprio returns to the big screen basic RTS elements, too. 
6. Akira: DTS Edition 12/03/02 alongside Cameron Diaz in this violent riot flick set in 1840s America. 
7. Star Trek: TNG Season Six 12/03/02 4. Equilibrium 12/06/02 
8. Star Trek: TNG Season Seven 12/31/02 ne ae sci-fi action-thriller sees Christian Bale rebel against a 

" ¢ world in which thought is controlled and emotions forbidden. 

9. Lilo and Stitch 12/10/02 5, Analyze That 12/06/02 
10. Spy Kids 2: Island of Lost Dreams 12/17/02 The stressful Paul Vitti (Robert DeNiro), fresh out of jail, comes back 








for another round of counseling from Ben Sobel (Billy Crystal). 









SN PDFunworld” ioey — SALES CHARTS 


Create and tweak your own racer 
and take it to the stylishly drawn 
cel-shaded online circuit and match 
skills with speed demons from 


stuff of dreams, coming to the U.S. 
early next spring. 
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thousands of miles away. This is the | j 


Releasing on PC in the next few 
months, Galaxies was announced for 
PS2 at E3. We probably won't see it 

until late 2003 at the earliest, but 
| this is the one game that might signal 
: the launch of the PS2 Hard Drive. 






With more polys in the character 
models and roughly twice the screen 
resolution, Devil May Cry 2’s enemies 
and gothic surroundings look better 
than the first’s. As long as it 

/ maintains its smashing gameplay... 





Next March, the sequel to Konami’s 
flying mech game should lace an 
equally compelling story (with 

| some fetching anime-style FMVs) and 
bold new environments into the 
white-knuckle action. 





Still no word from Capcom's camp 
since they announced a Resident Evil 
online game many moons ago, not 
even after its Japanese Editors’ 

, Day in August. Hopefully we'll hear 
more before next E3... 





Massively multiplayer online RPGs, 
including FFXI, definitely look to 
hold off from launching in the 
States until the bugs in the online 
infrastructure are squashed—we’re 
| hoping for a spring release. 





Seems that Sony likes the game so 
much it recently bought the 
developer, Incog Inc. Complete with 
10+ monsters and destructible back- 
grounds, and mini-games, it ships in 
January—turn to pg. 100 for more! 
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A NEW LEVEL OF INTENSE COMPETITION HAS ARISEN AS TUO POWERFUL SORCERERS HAVE ITS IN YOUR BLOOD. 
FORGED A DEADLY ALLIANCE THAT NOW REPRESENTS EARTH'S GREATEST THREAT. RTO ea eT ROR aa TTT NY 
AN ALL~NEW, LETHAL FIGHTING SYSTEM. THREE UNIQUE FIGHTING STYLES PER WARRIOR, ae aaa 
INCLUDING HAND=TO=HAND AND DEADLY WEAPON COMBAT. OVER 20 NEW AND CLASSIC 


WARRIORS. EXTREMELY REALISTIC EFFECTS AND BRUTAL NEW FATALITIES. ; MIDWAY 


Blood and Gore GAME BOY. ADVANCE > e 
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Violence 
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GEO-MOD TECHNOLOGY ea Se 
Red Faction troops circumvent a i : 

heavily guarded front gate by 

creating an entrance of their own 

in Sopot’s military compound. 


PORhia a ages : 
A distant shot of Sopot City, capital of 
the Commonwealth, where a conflict 
ij between the Red Faction rebels and 
the Dictatorship Government has 
; resulted in mass destruction. 









RED*‘FRCTION.IN 









The Red Faction is using their entire arsenal in the latest attempt to 






FROM THE AIR 


UAH MANOUIceP Cama MUcU TEN ar) ar erie Tm a 
CoM M Me eM NOMA Nac em CKO ICH NACE Cn 








Drop Point 5:37am 
Troops assemble at the Sopot Harbor. 






A ee 


After Sopot’s forces withdrew from the main city, several 
Red Faction rebels raided Harbor Island and desecrated 
the symbolic statue of the dictator. 







Blood and Gore 
Violence 





For more up-to-the-minute coverage of 
the conflict, go to www.redfaction2.com 


© 2002 THQ Inc. Red Faction? Geo-Mod” Technology, Volition, THQ and their respective logos are trademarks and/or registered trademarks of THQ Inc. BAe ME NOR cM eNO en erence CLR AS OAC Unt Cm acute mena 1 en 


BREAKDOWN 


D’ ETAT 


Precio the Dictator Sopot. 













aT MEDC 
Building 6:05am 
Oy ANCA see =I 
Guards attempt to 
fend off the attacking 
Faction soldiers. 


ae eran i many weapons 
Glee tae 








The Slums 6:22am 
Rebel soldiers continue 
to fight despite rumors of 
growing animosity 
between Faction leaders. 
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i FIREBALLS AND 

WITH EVERY BREA 









EASH ee Na eet ng pe i 
AS A DRAGONFIGHTER IN 16 Mitt = te St me 
LOADED WITH CHAOTIC ACTION, 


DESTRUCTION AND EXPLOSIONS. 











BATTLE DRAGONS IN. Batty ae 
AND BEASTS ON THE GROUND 
WITH HIGH-TECH WEAPONRY 

AND MILITARY-STYLE VEHIGLES. 
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Big flaws really hurt this game 
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e take our reviews very serious- 
W ly. We spend hours upon hours 

playtesting each title so that we 
can give you the absolute best informa- 
tion to help you buy. 

Games that score an 8, 9 or 10 earn 

a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
ell ae NAOn Mele Men Ronee Niall 
a game box or advertising, you'll want to 


be sure to check that game out. 

Finally, when looking up past scores, 
Tee M MUO Mtl me) (6 (meer SOMO) NN 
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reviewed today. 
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4 Have big gun, will travel: Ratchet & Clank have a wide array of devices to 
help them out, including the Devastator—also known as a rocket launcher. 











ots of people are going to take 
one look at Ratchet & Clank 
and think it’s simply Jak & 

Daxter in space. And to be 

honest, they’re right. This is 
Jak & Daxter in space, but with lots of 
guns, lots and lots of explosions, 30 
other gadgets, like grind boots and inflat- 
able decoys, a bigger storyline, more 
humor, far less collecting, and... You get 
the idea, right? Ratchet & Clank is not Jak 
& Daxter (or any other game) in space. 
It’s something altogether different. 


HOW IT STACKS UP 


Ratchet & Clank 
Jak & Daxter 


Sly Cooper 
Klonoa 2: Lunatea’s Veil 
Ty The Tasmanian Tiger 





Technologically, the game actually 
manages to blow Jak & Daxter away, 
which is no easy task. The levels are 
huge, and filled with intricately detailed 
architecture and hordes of enemies. The 
framerate is solid, the animations need to 
be seen to be believed, and the color 
palettes almost explode off the screen. 
Simply put: it’s gorgeous. 


A Regular Inspector Gadget 

The rest of the game is equally solid, and 
deceptively sophisticated. It starts off feel- 
ing like a typical, slightly funnier than usual 
platformer. However, as you progress, the 


PUB SONY | DEV INSOMNIAC | TYPE PLATFORM | MAX PLAYERS ONE | ESRB RATING TEEN 


RATCHET & CLANK 


Insomniac stays up fo de 
platformer 


















> Ratchet 
and his pal 
Clank defend 
the 
universe in 
what may 
just be the 
platform title of the 
year! You need to get 
this game! 


OTR) 


PSM 


FINAL SCORE 


ae ee ee a eee le 


good characters and a funny story, and an envelope- 
pushing gameplay design blessed with tight controls. 
It’s the total package. 
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Now That’s 
Mee 
Stati 


One thing that sets Ratchet & 
Clank apart is the vast array of 
tools Ratchet can wield to get the 
Job done. 





gameplay gets deeper and deeper, 
taking on an RPG feel. This is mostly 
because Ratchet is a regular Inspector 
Gadget, constantly buying new gizmos 
that can open up new areas, or give 
you new killing methods, or unlock 
new minigames (including SSXinspired 
hoverboard races). These devices run 
the gamut from creative to outlandish. 
The Hydro Displacer enables you to 


<< THE COLOR PALETTES ALMOST 
EXPLODE OFF THE SCREEN. SIMPLY 
AOIPM el rele eee 


e . 

A Some help him get around, like grind boots (above right) or Clank’s propeller upgrade, 
some are weapons, like the suck cannon (above left), Even his basic wrench can a second- 
ary use: beyond smashing enemies, it can sometimes open doors or extend bridges (top). 


and Ratchet so mobile that, if the 
camera were always directly behind 
him, the player would be motion sick 
in minutes. At any rate, the camera is 
freely adjustable, and stays out of the 
walls, so this is a minor inconvenience 
at best. 

Ratchet & Clank is ambitiously 
designed and expertly constructed. 
Most importantly, its gameplay has 











Move a swimming pool's worth of been tuned to perfection. Give it a try A Clank gets to go solo from time to time, A Your Mine Glove can waste these nasties 
water from one place to the next, and — it’s one of the PS2’s best games. seeing as how Ratchet can’t breathe in the right through the laser force field. It’s very 
the Suck Cannon actually inhales small ERIC BRATCHER  ©0ld vacuum of outer space and all. sweet... messy, but sweet. 


enemies and then recycles them into 


ammo. Then there's the R.Y.N.O., a An up-close look at 
weapon named for its ability to “Rip I =] ey pAN 4a ayy the game in action 
You A New One” — this one’s perhaps yi Ga g ; . ; 
less creative, but you really want a oy ( P : “ Mek 


R.Y.N.O. now, don’t you? 

This vast selection of gadgets 
gives the game great freshness and 
tactical depth (especially in the boss 
battles), taking it beyond the scope 
of a traditional platformer. In fact, 
Ratchet & Clank may be the first 
platform-action shooting RPG to 
grace the PS2... or any other system. 


Tuned to Perfection 

Problems are very few and very 
minor. The Blaster’s targeting is a tiny 
bit flaky at long range, the music is 
fine, but forgettable, and the camera 
will cause you some troubles at first. 


It doesn’t follow the player’s every Pat 
move, so we occasionally took dam- SEE | nara Fe a 
age because we were hit by some- ppc pottiee satel ay . he ella . 
thing in front of us when the camera Bcc ties Bieber: mrtont i : pico each cite 
was beside Ratchet rather than strategies to defeat. een ts 

behind him. However, this is probably bs sled 


intentional—the controls are so tight 
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4 All of the levels sport bril- 
liant layouts and designs. 
You'll enjoy playing through 
them again and again. 
. CONE Ces cera Cr for are plen- 
eo feos PCRS an Ecc 


A As you progress, you’ll uncover new 
skills, such as jumping onto narrow plat- 
forms and the like. 


4 While not up to the likes of Solid Snake, Sly will certainly use all 
of his thieving abilities in order to get back the Thievius Raccoonus. 


SLY COOPE 


ano THE THIEVIUS RACCOONUS 3 ez2:22=-— 


The sly thief steals our hearts and delivers [he goods 
















































e’ve talked about Sly — Unfortunately, that’s why it’s a 
Cooper alot over the _ bit disheartening to mention 


short in length. 
Most people should 








past half-year, so it two very teeny problems that be able to finish 
makes me happy rear their ugly heads. On the main portion of are rewarded with a “Director’s 
that I can finally sit some occasions, players will it in a good after- Commentary” audio track each time 
down and review the game for you notice that the game drops in res- noon, which isn’t that you finish one, which is a pretty cool 
readers out there. As promised, olution and slows down a bit. It long when compared to __ thing. Other hidden bonuses include a 
Sucker Punch has delivered a smart, doesn’t affect the gameplay in the likes of Jak and “Making of” video and even a 
unique and colorful game that should anyway, but it just seems out of Daxter or Ratchet & Japanese version of the intro movie. 
make any platformer fan proud. place in an otherwise techni- Clank. Afterwards, If you can deal with the two criti- 
This was a title that we thoroughly cally impressive game. you'll still have the cisms, which are very minor, then 
enjoyed every second we played it... Also, it appears that the time challenges to _-you’re going to be in for a real treat. 
every second. game is a bit complete, but From the impressive level designs to 
Basically, Sly Cooper just oozes they certainly the brilliant cutscenes, this game 
polish. You can tell that an amazing aren't as delivers in all departments. | just 
amount of time and energy was exciting as what —_— wished that the experience could 
spend on even the tiniest details. you've seen have lasted a bit longer. We'll proba- 
before. bly have to wait for S/y 2 for that. 
HOW ai STAC KS U P However, you STEPHEN FROST 






Ratchet & Clank 3 

Maximo: Ghosts To Glory L) VERY GOOD 

Sly Cooper 8 It may not be as grand as Ratchet & Clank or 
7 ECM ee Cw AM eA eee) aT 

Ty The Tasmanian Tiger 8 SS ma Ee 

Pac-Man World 2 7 Bonne SCORE Cn ye 
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LIFT YOUR THUMBS WITH PRIDE, 
FOR THEY SEPARATE MAN FROM BEAST. 








EB GAMES.on 


AND YOU WILL KNOW US BY OUR GAMES 


PS SAYA [eli 


A There are actually three playable chara 





cter 


rs: Kyle Reese (who looks nothing like Michael Biehn), Perry, and 
Luna. However, aside from Perry having an additional weapon, they all play exactly the same. 


TERMINATOR: DAWN OF FATE 


Yes, he’s back... but he looks a lifHe rusty 













A The Infiltrator is just as 











tough to kill as you’d expect. 






















he idea of a PS2 action 
shooter based in the same 
post-apocalyptic future 
universe as the Terminator 
movie series sounded like 
a dream come true. And in a few 
ways, it is. The Terminator: Dawn of 
Fate tells a good story, chronicling the 
events directly before the opening 
scenes of the original Terminator film, 
and introduces several compelling 
new enemies into the universe. Plus, 
the graphics are nicely detailed 
(though the framerate could be bet- 
ter) and the action nice and tense. 






3 = = : 
4 Hotsuma’s a great new character “ 
that has some very cool moves. 













Unfortunately, the game itself is 
just plain sloppy. There are actually 
only two big problems, but they’re 
horrible camera and gimpy controls, 
so that's about all it takes. The two 
seem to literally be fighting one 
another, with the camera incessantly 
bouncing from one angle to another, 
but the sluggish controls insisting 
upon staying the same, and thereby 
guiding you straight into the wall 
every other time the camera switches 
perspectives. It often makes just 
getting where you want to go a 
colossal chore. 





An additional hassle is the auto- 
targeting, which can only lock onto 
the target closest to you. Why is this 
important? Imagine you're facing four 
enemies: three unarmed, and one guy 
way in the back with a laser rifle. You 
simply can’t target him. Plus, you'll 
constantly shoot past your target at 


point blank range, even if locked on. 
Overall, The Terminator: Dawn of 
Fate could have and should have 
been a lot better. The story, concept, 
and graphics are still fairly cool, but 
you're better off renting the game and 
buying the movie on DVD. 
ERIC BRATCHER 
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A Too many of the game’s levels 
are empty-looking and maze-like— combo finishers are cool, but the 
they just don’t feel “alive.” 
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Shuriken come in especially 
handy against airborne enemies, 
such as this freightening hellspawn. 


A The mini-cinemas after “Tate” 


camera angles are often poor. 


Sega's classic has lost 
some [ninja] magic 
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ack in action after nearly 
a decade, the very first 
3D installment in Sega’s 
classic Shinobi series 
proves to be a game with 
two distinct personalities. 

On the one hand, it has a new 
lead character—called Hotsuma— 
who's extremely fun to control and 
boasts an impressive array of unique 
moves, such as the ability to run 
along walls and “shadow dash” 
around foes in the blink on an eye. 
There are some very tantalizing play 
mechanics, too, such as a sword that 
grows stronger as you kill, but saps 
your strength when you don’t. It’s also 
fast, has a cool visual style, and even 
manages to eek out some storyline— 











something that the original Shinobi 
games lacked. 

Unfortunately, for all the potential 
that the hero has, he’s been placed 
into a game world that never really 
lets you unleash it. The levels are 
extremely simplistic, maze-like runs 
that offer little in the way of vertical 
gameplay—platforms and the like— 
until late in the game. There’s also a 
strong sense of lifelessness to them; 
they're just very open, and, well, bor- 
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' the boss battles all feel far too 
similar. Then there's the fact that 
- -. there are no level check- 
points—die at the end and 
=} it’s all the way back to the 
», beginning for you. It’s very 
‘}. frustrating, especially 
\ considering some of the 
“ levels’ lengths. 
There are certainly 
“= glimpses of classic 
Shinobi brilliance while play- 
ing, but they’re simply too few 
and far between. Sega defi- 
nitely has a great character 
on its hands—it just needs to 
deliver a great game 
a world to back him 
ir UP. RANDY NELSON 


ing. The same can be said about 4 
the enemies and overall game-  \ 
play: bad guys appear, jump 
around a lot, and you kill them 
all in pretty much the 
same way. Gone 
is much 
(but not all) of 
the strategy _ F 
involved —~ A 
in playing the earlier =” 
Shinobi games; even + ; 


OKAY 


Be mR UME eel 
character’s lots of fun to control, but boring 
USN MST UM ars see) 
steal a lot of this potential hit’s thunder. 
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A Whether sniping or strangling, this hitman sim really 
captures the feeling of being a professional “cleaner.” 


UA 
SILENT 
PN }y Nh) 


alk about a game with atmosphere! 
Tien 2: Silent Assassin is one of the 
most cinematic, moodiest, and refresh- 
ing action titles to show up on the PlayStation 2 
for quite some time. A mixture of both third 
and first-person shooting, in addition to a 
small hint of adventuring, the lo Interactive- 
developed opera of violence is about as cool 
as they come. 

While the story centers on a man who has 
come out of his retirement as an assassin to 
rescue the father of his church, the true star of 
Peale Ae MUTE =] e11 neo X=) Teo 8] a AVANT 
terms of fluidity and accuracy, but deeper than 
the Pacific, players can do just about anything 
their hearts desire in order to get the job done. 
Whether you're blasting mobsters with huge 
handguns or strangling bodyguards with piano 
wire, a movie style ending is what's in store for 
whomever gets in your way. 

Stealth-type attacks in particular play a key 
role in your success, as crouching and being as 
unnoticeable as possible can often mean the 
difference between life and death. To help 
assist you in this task, you can eliminate 
enemies, bystanders, or everyday merchants 
and disguise yourself in their wardrobe. 
Pretending to be someone else you're not is 
an effective (and fun) way to get in close to 
your target before finally sending them on 
that last goodbye. 

If we had any complaints, it would have to 
be the over-sensitive camera and its tendency 
to frame you in a way that begs readjustment 
before firing your weapons. The learning curve 
can also prove steep for less patient gamers, 
and kept us from digging in as quickly as we 
would have liked. All things considered though, 
Hitman 2 is the best of its kind since the Jean 
Reno flick, The Professional. 

Riss haa | 
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one of the fairly simplistic boss battles. 


EVOLUTION 
SKATEBOARDING 


; n the hopes of delivering a more fun- 





filled, fantasy-style experience, Konami 

afforded ESPN Skateboarding developer 
KCE Osaka more creative freedom to take skat- 
ing (and myriad other sports) in exciting new 
directions. But in reality what it did was stick 
with much of what was passable in ESPN 
Skateboarding (character modeling, trick ani- 
mations, Challenge Mode, etc.), carefully study 
what makes Neversoft’s Tony Hawk series so 
successful, and then water it down. 

To Evolution’s credit, there is good selection 
of game modes, a stable camera and framer- 
ate, a decent create-a-trick combo editor, and 
fairly crisp control on the whole. Also, the 
courses are roughly twice the size of ESPN 
Skateboarding’s (but that still isn’t saying much). 
The greatest effort at innovation seems to be 
the incorporation of boss characters—a spider, 
a runaway semi, and a tank—all of which you'll 
have to grind to a halt. However, these very 
short boss battles prove merely to be fleeting 
diversions, even though two full levels are 
based on the semi and the tank. 

Further, the skater and gear editors, park 
designs, mission-based gameplay, means of 
unlocking riders and content, the scoring sys- 
tem and its incorporation of manuals, and the 
trick-set reveal just how overly familiar Konami 
Osaka is with Neversoft’s creation. In the very 
worst instance, Evolution’s Tokyo level almost is 
the Los Angeles level from THPS3. 

Ultimately, Evolution’s 70+ tricks pale in 
comparison to THPS3 and 4 tallies, the alterna- 
tive/punk soundtrack is noticeably weak, the 
paths to the secrets and hidden areas aren't 
nearly as ingenious, and the unique missions 
aren't especially funny or elaborate. There also 
seems to be a languid delay between an ollie 
or launch from a ramp’s lip and the initiation of 
the first trick. That said, this is still a step in the 
right direction for Konami skateboarding. 
THOMAS LAYTON 
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4 At any given moment, you'll have plenty of allies, ene- 
mies, and objectives to keep your eyes on. 


hile resurrecting the arcade great 
1)" Hunter in full 3D, Midway 

learned a few valuable lessons: 
ensure the game looks good, play up the 
nuances that set the original apart, and take 
the raw, basic inspiration of the forerunner and 
run with it in innovative mission-based game- 
play. Defender delivers on all counts. 

Like 7 Studios’ other Midway title, this sum- 
mer’s Legion: Legend of Excalibur, .Defender 
seamlessly folds strategy elements into the 
gameplay mechanics without mucking up the 
frenetic action. Its more than two dozen cam- 
paign-based missions encompass multiple 
goals, ranging from colonist or vehicle 
rescue/escort and defending specific structures, 
to ground-based or airborne assaults and con- 
structing battle units. Interestingly, the scale of 
the battles and number of participants is so 
great that you could float dormant, not making 
a peep, and watch myriad events unfold on 
their own. 

Besides the surprising depth and great 
gameplay variety for an arcade remake, one of 
Defender’s best attributes is that the screen 
composition can be quite impressive at most 
every moment. The campaigns are set against 
10 very large locales with backdrops of vol- 
canic lava fields, lunar crags, asteroid fields, 
sun-lit mountains, barren rolling hills, arctic 
tundra and the vast expanse of starry space. 
Complement this with infallible camera-work 
and a targeting system that perfectly frames 
hordes of creatively designed Starship Trooper- 
UeMetaTe aC UAE Oe ClO 

You'll dispatch them with six spacecraft 
(four unlockable), each with its own handling 
characteristics and an ample selection of 
upgradeable weapons with quality particle 
effects. All of this is rendered with a solid fram- 
erate from an impressive draw distance, and 
with good texturing and delicate touches like 
lens flare. Throw in a solid story and a lead 
character voiced by Traci Lords and what’s not 
to love? THOMAS LAYTON 
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A This muscle-bound roadster is one of the cars 
you can unlock by winning a challenge. 





A The lighting effects are easily the best we’ve 
ever seen in a racer. 








buildings, each track has its own unique atmosphere and lots of background action. 


BURNOUT 


POINT OF IMPACT 





© PS2’s original yi (ge 
© white-knuckle racer =e 


gets even better 





A The crashes are more massive than ever, and 
there’s even a mode that awards points for the 
biggest wreck. 

















eleased last year, the orig- 

inal Burnout was certainly 

fast and furious, but also 

fairly bare boned. For the 

sequel, UK developer 
Criterion Games has not only 
addressed that problem through the 
inclusion of more cars, tracks, and 
modes, but also improved just about 
every aspect of the first game in the 
process. The result is one of the most 
thrilling, visually amazing, and down- 
right fun arcade racers ever. 

The basic concept of the first 
Burnout is back: players get points 
and boost power for taking risks dur- 
ing the race. Boost is awarded for 


¥ It’s no NFS: Hot Pursuit 2, but the “be 
the cop” mode is still a lot of fun. 
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driving into oncoming traffic, near 
misses, catching air, and performing 
powerslides. This time, there are also 
multipliers, so it’s possible to create 
“combos” of high-risk maneuvers and 
gain extra boost. It’s a great idea, and 
one that ends up working even better 
this time around, given the rest of the 
improvements Criterion has made. 
For one, the control is even more 
responsive—it's certainly not realistic 
by any means, but the tight, “snappy” 
feel is perfect for the sort of split-sec- 
ond moves required when racing in 
traffic, and the powerslides are sim- 
ply a joy to perform. 
Luckily, the course 
design has kept 
pace with the 
improvements 
in control. In 
fact, the tracks 
make those in the first ~ 
game look like practice runs: every- 
thing from their overall layout to the 
variety of trackside sights just screams 
of expert design and polish. Of 
course, it doesn’t hurt that the game 
also looks literally twice as good as 


the original—it’s faster, 
smoother-looking, has 
better textures, more 
detailed cars, and better, 
absolutely eye-popping effects. 

The main Championship mode has 
been beefed up with more variety, 
too. Sandwiched in between a series 
of 4-5 course races are head-to-head 
“duel” contests (win and you unlock 
your opponent's car), point-to-point 
runs, and pursuit challenges that 
place you behind the wheel of a cop 
car with the goal of smashing a flee- 

ing racer to bits. Then there’s the 











See multiplayer 
ewes Crash mode— 


| create the 
: seco Diggest multi- 


7 ble, with the 
winner being the 


PSM 


FINAL SCORE 


&® car wreck possi- 





one who tallies up the 
most collateral damage. 
It’s loads of fun. 

Big flaws are non-exis- 

tent, and the smaller ones 

(such as having to wait through 
unskippable menus after races) do lit- 
tle to hurt the fun. We'd have liked 
some more car customization and 
tuning, but that’s what sequels are for. 
As it is, this is one of the best sequels 
the racing genre's seen in a long time. 
RANDY NELSON 
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Need For Speed: Hot Pursuit 2 
Burnout 2: Point Of impact 
Burnout 
Shox 
Test Drive 


Noaww wo 


BE Dig 


You won't find a faster racer on PS2, and the 


control is simply some of the best we’ve ever 
encountered. How can you hate a game that 
EP em Cm ects 
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NHL 2003 


ockey fans looking for a major over- 
a CLM Meme eV MMIC em eT Mm lta 

that’s not necessarily bad. NHL 2003 
pushes the PlayStation 2 to its limits: the 
graphics are beautiful, sound effects and 
commentary are as realistic as ever, and the 
control is rock solid. 

New to the series is the dynamic deke con- 
trol that lets players use the left analog stick for 
skating and the right for stickhandling. 
Combinations result in moves like shoveling the 
puck and one-handed dekes. In what seems to 
be a lesson learned from Capcom's Street 
Fighter series, all dekes can be canceled into 
shots on net. 

EA also seems to have taken an unabashed 
shot at rival developer 989 Sports. Scoring 
goals and successfully deking opponents will 
result in a charged meter that players can use 
to unleash a “Game Breaker’ a Matrix-style 
moment where the opposing team moves in 
slow motion. Players can then literally skate cir- 
cles around their opponents and drive to the 
net for an instant breakaway. Hockey purists will 
scream “penalty” at this cool quirk to gameplay, 
but it’s just a quick trip to the in-game menu to 
cancel it. 

Despite the powerplay that EA has on all 
other hockey titles, NHL 2003 is not without its 
flaws. As beautiful as the dekes are, a well- 
timed check almost always takes priority, and 
charging a Game Breaker usually means spin- 
ning players around the ice like Tonya Harding. 
Commentary from the previous titles has been 

_ rehashed and grows old after only a few hours. 

Players who have followed EAs series might 
not find enough new here to warrant upgrading 
from NHL 2002 unless they can’t resist seeing 
Jarome Iginla in bullet time, 
but gamers who have only a 
feeeReilaee in Ccigewsi et (anole <n 
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visually, but ShootOut still offers a solid game of hoops. 
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make its games better from year to year. And 
while some of its titles may be a moderate 
improvement over the previous year (F7 2003, 
Madden), others are a gigantic step (Tiger 
Woods, NBA Live). 

Which brings us to the latest creation from 
the sports gurus: NASCAR Thunder 2003. 
Finding itself somewhere in the middle of the 
pack in terms of additions and notable 
improvements, it still manages to finish as the 
best stock car racer you're likely to find on a 
home console. 

If you played the 2002 edition, you should 
recognize this game immediately. Almost visu- 
ally identical to it in every way (with the excep- 
tion of a few added details for tracks and cars), 
it appears initially that you're playing 2002 all 
over again. Once you realize, however, that 
there are a heck of a lot more cars on screen 
at the same time, you'll start looking for the 
rest of the changes, too. And to EA‘s credit, 
there are many. 

More cars, added tracks, extra events, and a 
much more realistic physics engine are good 
examples of how the development team 
worked to go a step beyond last year. Not to 
mention the deepened career mode that takes 
aspiring speedsters through 20 years of the 
hard racing life and plenty of 23-course 
Winston Cup seasons. 

Pile on top of that 70 licensed drivers and 
nearly 200 different car variations, and you've 
got yourself a NASCAR fan’s dream come true. 
An easy recommendation for arcade and simu- 
lation fans alike, Thunder 2003 is good, clean, 
racing fun. JEREMY DUNHAM 


mee EA Sports has put together a 


fine piece of stock car racing 


meee Bement ae Te 


1) 


GET READY TO AUBBLE 









Wf ELT UELT A ze 
| eas LPS Upeeed Ne NUT PAE Le 

invasion from PIL) ue Mites Weuceuss POE Tan OT 

COUR OMIT TS ELH ARIST SU TaHaS TRIS WAL SA ES Tat PEAT 

PRC ACT ESN LET aS USE ay LPT HE Qh 

PUT pa ry, 









PlayStation.2 





Vlene <<] PlayStation.c 





© 2002 SANDLOT/BONES/ENIX. ENIX is a registered trademark of Enix Corporation. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive 


yells tel Ni Celera Mate Cea iar 


ea 










PEL 






2 





A Fly-bys and other scripted events pepper the 4 
levels. The sniper level is one of the hardest. 


RED FACTIO 


, Two dozen instruments for your 
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ow’s this for the perfect 
combination: a futuristic 
FPS that has you armed 
to the teeth, driving 

subs and tanks or pilot- 
ing aircraft and mechs, manning 
gatling guns and turrets, and using 
explosives and missiles to bust 
through walls. And you get to take 
down bloodthirsty blabbermouth 
dictators from communist-like 
regimes. Bingo. 

Though the original Red Faction 
was well-received, our friends at 
Volition felt something was to be 
desired. They immediately enhanced 
the already stunning Geo-Mod engine 










HOW IT STACKS UP 
Half-Life 

Deus Ex 

TimeSplitters 2 

Red Faction Il 

Red Faction 


and re-envisioned some standards for 
technologies. The aim for Red Faction 
2 was achieving a higher sustained 
framerate, more detailed character 
models sporting better Al, faster 
loading, and vastly improved real-time 
“geometric modification” (the 
destruction of environments). Volition 
seems to have succeeded on all 
counts: there is no doubt RF2 comes 
from an entirely different generation 
of software. 

Clearly, the creators haven't rested 
on the original’s laurels. Perhaps the 
greatest innovation is the use of 
weaponry with both hands. One can 
now load and fire two light weapons 
independently (although they're both 
trained on the same target), or fire a 
gun with the right hand while hurling 
a grenade with the left. The playable 
character, Alias, can also fight along- 
side his other squad members or Red 
Faction grunts. The range of vehicles 
in the sequel is impressive—walking 
battle armor, subs, hover flyers, 
tanks—some allowing you to both 
drive and fire, others moving “on a 
rail” while you handle the crosshairs. 


A disclaimer: As 
in the original, geometric 
modification does not work on every 
surface of every environment. You 
cannot simply tunnel from point A to 
Point B. But as was intended by 
Volition, clever use of Geo-Mod 
provides players with an increased 
number of solutions to any problem. 
Finally, even though there is no 
automatic targeting lock (as in 
Half-Life or Deus Ex on PS2), Volition 
was kind enough to afford you the 
pinpoint precision of mouse and 
keyboard support. 

On the other hand, the level 
design is not particularly ingenious 
and the depth of the single-player 


mode seems a bit more shallow than 


the original. But this is offset by the 
challenge of finishing all difficulty 
levels and special objectives (which 
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A The boss battles in Red Faction 2 pit you 
against formidable members of your 
former squad. 








A Use the turrets to take out man, 
machine and surrounding environments. 





A Two for one: An enemy soldier is next 
to an explodable vehicle. 





unlocks a king’s ransom of 
movies, galleries, and 
extras) and a truly robust multiplayer 
mode across 40 maps and with great 
game customization and stat tracking. 
Ideally, it would have been nice to play 
as all of the squad members at some 
point, using their various skills and 
expertise and varying the playing style 
and strategy. THOMAS LAYTON 


A Good thing battle armor comes equipped 
with two guns, missiles, and incendiary bombs. 


VERY GOOD 


PPAR ee Pee ts 
shooters. Geo-Mod and solid FPS mechanics, 
Pet SSM esa) 
Oy CRUEL CMa Meio nha 
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® Original adventure story line that ties in with the gameplay and level progression. 

@ Ejght creative and uniquely animated levels populated with pedestrians, traffic, animals and themed enemies. 
@ 7 unique characters and 10 scooters can be unlocked, customized, and used by the player. 

@ Dozens of tracks from 4 genres: hip-hop, rock, punk, and techno spread throughout the game. 
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A Starting Five looks a wre bse (7 Wed Tag 
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BLOODRAYNE 


ow many games can you remember 
Mela Cle Tete M ie me) lel ea ela ie en 


pire female agent who hunted Nazis in 

1930s Germany? While you're at it, how many 
games spring to mind when you imagine that 

_ your only means of health is the blood of your 


fallen enemies? The answers are most probably | 


“none” and “not very many’ Yet despite that 
intriguing premise, BloodRayne never quite lives 
up to its promise. 

Though there's plenty of action and blood to 
be found throughout the game's many detailed 
levels, the repetitive action never seems to 
move beyond “shoot” and “bite’’ Whether 

| you're using Agent BloodRayne’s pistols, wrist- 
blades, or fangs, it won't take long before you 
realize that you've experienced all this before in 
countless other action titles throughout your 
gaming career. Factor in an uncooperative cam- 
era and rather dim-witted opponents ( enemies 
PAT Selni etisalat tate ete gam ATI CoLU) 
dispatch their buddies), the power- 
LEYaC=ta Ml aYciee)inrsxowrel eV cin (Ul nesr=1¢0) ise) (ode) 
little too quickly for our taste. 
Aoi Ge coli wn tgt-melnrlenre|t (ena U anye 9-15 
and evolving storyline did keep us inter- 
ested for longer than we expected, 
and the atmosphere and level design 
is a distinct notch above the median in . ; 
terms of quality. Veterans of games A 
like Tomb Raider, Soul Reaver, and 
Shadow Man, however, will be thor- 
roDUTHalN a eelanTi elena es at-] [0] 0) a=] 
thing that BloodRayne throws at 
you, and encounter little new chal- 
lenge as a result. 

It all comes together for a rather 
low-key jaunt into an overpopulated 
third-person action market; which is 
really too bad, as the developer had 
nearly limitless potential with this 
concept. As it stands, BloodRayne is 
the perfect example of a decent 
game with a lot of wasted poten- 
Ree tah alee} 


CMe ELyS ad 
: Den Claim el Vara fede) 


Be deliitcrarl ela en ret eka tes icy 

the simulation side. It seems that every 

company is trying to make its game seem the 
Lod} [Leal] corel a(8 calle] co) (cH) '(<)] tare Leyes] | A= 
and good for those of us who are willing to 

TN ecTeleg en CCMA TANT A Und Atala scot 
Clea ania sarclale=tsrlat ci essa elven preter ovelt | 
everyone else? Well, now even the more casual — 
gamers can get their thrills Lice) uae] Watrelel ats 


Lure con | ccaltcoln ra Va cay) [oy 
Despite being a pretty straightforward 
Ceelall ated esata el (eM tea (ole) cers te 


Piel Rome eicl mova moter colt iy 


there. For example, each track features three 


_ Special “Shox Zones” that are basically mini 


Lue oi) C-uayetcicwm scl (o (eMC laL Cara ALAC cIs 
successive zones and a cool-looking “Shox 
Wave” will appear that you can use to draft. 
Another interesting feature is that you can 
acquire cars numerous ways, including winning 
iclestai ella OM NCTA scence nce 
As far as the courses go, Shox delivers a 

fairly good selection. None of them will really 
blow you away, but they’re definitely nice to 
look at and highly enjoyable to race on. The 
Asian Jungle courses were our favorites, by 
Lrelriresen ent sy'90 g(o\iiorsssyclolatgted gatos are(sis]] (V6) 
backgrounds and well-designed tracks. The 
desert courses, though, could have benefited 
from a little more pizazz. 

Ni elenclea cali ielataasleal (oval area the 
Coliiitad [nace 7am Met acar ts say that it could have 


_ been a bit more gradual—there doesn’t seem 


Eco) orem ete UN TAN Aol Bike COE 
challenge that each course provides. In fact, 
we found that some of the later courses 


were considerably easier than Se OS 


Go rates 
AV tare a ele oy Shox still 


Pee plenty of speed for the buck and is 


perfectly suited to those of you ay don’t eve 
care who Colin McRae is. 


Psa aye 


OKAY an excellent premise OKAY This latest effort » VERY Pann ae FT 
EM eM mem Cet from Konami shows promise, arcade style rally game that’s 
aren’t enough to elevate this eae) extremely fast, controls 
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- Unleash the power of three on aquest for peace - 


The fates of three opposing heroes are forever altered in a battle that will determine the destiny of the entire land. 
Uncover the 108 Stars of Destiny, create a homeland castle town, 
discover the secrets of the 27 True Runes, and save the world from destruction. 


Mild Violence 


Suggestive Themes 
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[ ber of noticeable improvements to 
Live, but it’s the addition of analog “Freestyle 
} ings it closer to the real thing. 


Ee 


NBA LIVE 


Taking basketball games to the next level 












A Hold down the right stick to assume a 
defensive stance—even while moving. 





A There's even the ability to palm the ball 
away from the defender before making a 
drive to the basket. 




























e’ve got to admit 
that we were a little 
skeptical when we 
first heard rumblings 
that NBA Live 2003 
was going to be something special 
this year. After all, the Live franchise 
had been slumping for a long time 
and was quickly becoming one of our 
least anticipated basketball games. 
Thankfully, all that has changed. And 
now that we've gotten our hands on 
Freestyle Control, we can’t even put 
the game down. 

You wouldn't imagine that a single 
new feature would make that much 
of a difference, but Freestyle Control 
totally changes the way you play bas- 
ketball games. Using the right analog 
Joystick, you can crossover, fake-step, 


Pea eens 





‘NBA 2K3 


NBA Live 2002 
NBA ShootOut 2003 
NBA Starting Five 





post-pivot, and even swat at balls on 
defense. It’s the same stuff that you 
used to be able to do using the but- 
tons, but now you have exact control 
of the direction and timing. And 
whenever you pull off a sick drive fol- 
lowed by an arena-shaking slam, you 
feel as if you actually made it happen, 
not some random series of anima- 
tions triggered by a single button 
press. It’s immensely rewarding and 
more importantly, incredibly intuitive. 

The game plays lighting fast, 
thanks to this new feature, as you and 
your opponent go head to head in a 
battle of one-upmanship, trying to 
outdo each other in flash and skill, 
and trying to stop each other with 
equally cool defensive moves. As if 
this didn’t charge you up enough, 
each big dunk is accompanied by 
thumping sounds and cool little visual 
touches, like teetering backboards 
that add major impact. 

Overall, this year’s game looks 
and plays much smoother than ever 
before, and the commentary keeps 
getting better and better. And let’s not 
forget, online support lets you whip 









out your flashiest 
crossover dribbles 
on unsuspecting foes 
across the entire country. 

As good as it is, NBA Live isn’t per- 
fect. The graphics, commentary and 
franchise mode fall short of NBA 2K3. 
Also, if you master Freestyle Control, 
you can easily drive on the computer 
(even on the more difficult settings) 
and even head to head matches turn 
into dunkfests minutes into every 
game. Still, we've got to admit that 
these are coolest and 
most rewarding dunk- 
fests we've ever 
played—and NBA 
Live 2003 is the 
most entertaining 
basketball game on 
the market because of 
it. DAN EGGER 





A It’s possible to contest shots at any 
time simply by pressing up on the right 
analog stick, which comes in very handy. 
















A The Freestyle Control doesn’t extend 
to dunks, something we’d like to see 
added to the series in the future. 
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ADVENTURE, ACTION, ROLE-PLAYING AND MORE. 
WE'VE GOT THE GAME FOR YOU FOR ONLY $19.99. 
GREAT GAMES AT A GREAT HOLIDAY PRICE — 

y NOW THATS A DEAL. 





y= AND FOR A LIMITED TIME ONLY, 60 TO UBI.COM To 
=> — TAKE YOUR SHOT TO WIN ALL EIGHT $19.99 GAMES BELOW. 
THIS I$ TOO HOT TO PASS UP. HAPPY HOLIDAYS! 
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The sweepstakes is only open to legal residents of the United States (excluding residents of NY, FL and Ri and any other jurisdiction where sweepstakes are prohibited by law), 13 years of age or older at time of entry. Any entrant between ages of 
{3 and 18 at time of entry must get parental consent prior to entering this sweepstakes. ae —_| 
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trademarks of SFX Motor Sports, Inc., a Company of SFX Entertainment, Inc. Some elements ©2001 Presto Studios, Inc. All rights reserved. Myst is a registered trademark of Cyan, Inc. used under license to Ubi Soft Entertainment. Presto Studios 

and the Presto Studios logo are trademarks of Presto Studios, Inc. All other trademarks are the property of their respective owners. Licensed from ESP/Game Arts by Ubi Soft Entertainment. All rights reserved. Original game ©1997, 1999, 2000, 
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SOUNDTRACK ALBUMS AVAILABLE EXCLUSIVELY ON EPIC RECORDS 
WWW.VICECITYRADIO.COM 


Violence 


SULA Strong Language 
“| = HWiPIC = Blood and Gore 


a r aml Strong Sexual Context 





PlayStation. 


4 





WWW.ROCKSTARGAMES.COM/VICECITY 


“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. © 2002 Rockstar Games, Inc. Rockstar Games, the Rockstar Games i 
logo,Rockstar North and the Rockstar North logo are trademarks of Take-Two Interactive Software, Inc. Rockstar Games and Rockstar North are subsidiaries of Take-Two Interactive 
Software, Inc. All other marks and trademarks are [facets of their respective owners. All Rights Reserved. Note: Rockstar will be following IDSA guidelines for M rated games in the 
marketing of this game. This game contains violent language and behavior and may not be appropriate for persons under the age of 17. It is a comic interpretation of gangster activity 
and the story, names and incidents portrayed herein are fictitious. No identification or similarity to actual persons, living or dead, or to actual events is intended or should be inferred. Any 
resemblance is coincidental. The makers and publishers of this videogame do not in any way endorse, condone or encourage this kind of behavior. 





4 Even nuances like this fancy pass by 
Sacramento Kings point guard Mike 
Bibby have been captured. 
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4 Unlike so many other hoops titles out there, NBA 2K3’s gameplay places a big emphasis 
on strategy. You have to pick the smart shots—and you won't find any mindless dunkfests. 


NBA 


eK3 


The pinnacle of old-school 
videogame baskelball 


n the evolution of basket- 

ball videogames, NBA 2K3 

proudly stands erect at the 

far end of the Darwin’s 

monkey-to-man progres- 
sion. If not for the evolutionary 
offshoot NBA Live 2003, it would 
easily be the best basketball 
game ever made. But because of 
that unexpected mutant, the 
issue gets a little cloudy. 

NBA 2K3 has everything going 
for it. In terms of visuals, the 
game does some things we’ve 
never seen before. 

Many titles have claimed to 
render realistic versions of real 
NBA faces, but none has come 
close to the photo-realistic mugs 


¥ The number of player animations 
has increased considerably this year. 
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in 2K3. Iverson looks so real, it’s 
like he’s coming into your home 
(Don’t call 911... it’s just a game). 
The commentary and game 
sounds are equally superb. 

Most importantly, NBA 2K3 
plays better than any traditional 
basketball game before it. To win, 
you actually need to know hoops 
strategy. You need to make your 
passes, play the low post game 
(which is much improved this 
year), master rebounding (ditto) 
and shoot when you have a good 
shot. If you're covered, you aren’t 
going to make shots very often. 

You'll also be able to go 
online and play other sim fans 
like yourself and see if your 
strategy can stand up in the heat 
of head to head competition. And 
if you can’t go online, you'll find 
countless hours of fun in the best 


FINAL SCORE 


franchise mode of all basketball 
games. It does an excellent job 
adding excitement and challenge 
to managing the NBA’s small 
team rosters. 

The only problems come when 
the game is directly compared to 
Live 2003. When played head to 
head, 2K3 feels a little slow, a tad 
unexciting and a touch old school, 
but it still looks and plays the 
closest to real NBA basketball. 
For hardcore hoops fans, that’s 
what really matters. DAN EGGER 


NBA Live 2003 


NBA 2K3 

NBA 2K2 

NBA ShootOut 2003 
NBA Sterting Five 2003 


OUTSTANDING 

NBA 2K3 is the most realistic, chal- 
See reece ec 
we've played. But it’s just not quite as 
Pm ew 76 eee 
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BROADBAND OND 


PETS OCU OTS Me UCM LAR Ue 
STC a SLAMS LL 
to penetrate enemy territory undetected. And 
then strike with surgical precision. Enter the world 
of SOCOM: U.S. Navy SEALs, where stealth, intel- 
ligence and teamwork are the ultimate weapons. 
ie pas 
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way it’s really fought. That means hostage 
rescues, reconnaissance, ambushes and 
CCT COSC CL 


Whether you're in single-player mode or playing 
CCR URE CS a ORCC LE Ce 
your SOCOM headset is critical. It'll help you 
CCRC RSC Ceram TL DL 
SO UGE U SN CIN Cae ULL 
CN) 
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Combat terror in extreme environments like 
Turkmenistan, Alaska, Thailand and the gnat- 
infested Congo. Should be a walk in the park. 
Next to Hell Week, that is. 


Subir 


a 
: \ wif 


<A 





= —4 





LIVE IN YOUR WXRLD. 
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BLADE Il 


hile the Marvel comic and the two 
Wis PIE Uae CME 

have fared well, suffice to say that 
both the first, and now the second, Blade 
videogames have failed to perform likewise. 

Mucky Foot’s unique attempt—but ultimate 
failure—in 3D sees control is the cae biggest 
downfall, as it 
creates an awk- 
ward set of con- 
rela iarelarars) tala 
work fast nor 
furiously. But 
Mnarela\VarsxclagI 16S) 
will feel com- 
pelled to press 
on, knowing that 
a massive amount of bloody vampire action lays in 
the waiting. 

With a combination of weapons (sword, guns, 
grenades), a skill-based Rage meter, and cool- 
looking melee fighting, the seemingly exciting thrill 
of kicking blood-sucker butt quickly vanishes as 
the controls frustrate, the Al acts oddly, and the 
levels plod methodically and redundantly onward. 
It's ultimately just not much (if any) fun. -DP 
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4 Killing vampires could be fun, if it 
weren't for the damn controls. 
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DDRMAX 


y now, American gamers 
B. familiar with Dance 

Dance Revolution. We know what it is, 
and why it’s the most addictive arcade creation 
since Pac-Man. The question is no longer “what is 
ite; but instead “how much is there?” In this case, 
it's an entire DVD full. 

The USS. ver- 
sion includes a 
few exclusive 
tracks among 
more than 65 in § 
total, which is a 
nice tip in the 
direction of 
American fans. 
The breadth of 
the lineup puts it head and shoulders above any 
other home DDR, and DDRMAX features a better 
proportion of danceable tunes in comparison to 
the PlayStation games. 

Serious fans should appreciate the improved 
Edit Mode. This allows players to customize song 
steps and trade those routines, opening up new 
possibilities for dedicated dancers. Pick this one 
up without delay, -DS 
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A Cliché though it may sound, this is 
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of the rare 7th Mix arcade 
machines. Don’t miss it! 
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WHIRL TOUR 


Aw but ultimately half-baked idea 






















that neither expands the genre nor 
nears the quality of other, better 
extreme games, Crave's Whirl Tour is essentially 
motor-powered skateboarding lite. 
With eight levels to ride through, players must 
search out and rescue the members of a band 
that have been rr 


mysteriously OF I 
A es 
ra 


transported to 
SS 


another dimen- 


sion. As you pull 

off numerous 

skateboarding DU 
tricks (100-plus) iitgeren rs ate | 
and ride rails Pe Bae A Oe a Ts 
that drape the play, but it quickly becomes bland. 


environments, the game leans toward playing like 
a platformerm but without ever reaching that level 
of fulfillment. You interact with civilians, alter the 
environment, and fight bosses, but the game feels 
lost between genres rather than bridging them. 

In short, Whirl Tour is the Cool Whip of 
extreme sports games—younger kids might get a 
brief thrill from it, but everyone else will become 
skate bored all too Sep ee -DP 





Saat DCC te 13 
Cnc nae 
EMU oe CUS lc 
eu ORE to satisfy to any real degree. 


PUB/DEV KONAMI | PLAYERS ONE 


a aera Mel 
METAL GEAR SOLID 2 


his first-of-its-kind videogame documen- 
iE PLT RU ee ONCE I 

included with movie DVDs and actually 
runs on the PS2 itself. The result: in addition to 
behind-the-scenes videos, uh, also get to interact 
with scenes and 
objects from 
MGS2 using the 
PS2 pad—even 
to the extent of 
rotating and 
csyeesii (ola areata 


i Emery tas Cra Gt taal) 
camera during 
Calnstnnteisn 


4 Models from MGS7 on the disc can 
= ‘ ; 
Naeree ce be manipulated in 3D. Very cool! 


production art, trailers, and developer insight, plus 
a movie gallery containing every cinema from the 
game and a sound test that lets you cycle through 
the various “alert states’ Konami has also included 
MCCAY can ersl ali aom Sela nm Calm] eee) | iat od hy EN aE 
Substance. They're definitely enough to whet your 
appetite for more; the rest of this disc (a steal at 
$20) will satisfy even the biggest fan’s appetite for 
all things MGS. -RN 


PSM 


FINAL SCORE 


GOOD Loaded with cool 
extras and behind-the-scenes 
info, this is a true must-have 
disc for MGS fans. 
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SILENT SCOPE 3 


ee OURS ace TM ays) |r: Vacs an al) 





average ports of the arcade games Silent 

cope and Silent Scope 2: Dark Silhouette, 
this third version is a simply curious attempt. Silent 
Scope is a great coin-dropping arcade series, but it 
doesn't make a very good home port. 

Nonetheless, SS3 offers gamers two play 

modes: Silent 
Scope 3, which 
was specifically 
designed for the 
home version 
EIN foc) oases 


very challenging = 


with seven loca- 
4 Almost nothing has changed since 
the first Silent Scope. Yawn... 


tions with vary- 
ing degrees of 

difficulty, and Silent Scope EX, a step-by-step mis- 
sion-based game ported from the arcades. 

What's missing in all three Silent Scope games 
is the actual physical sniper rifle peripheral from 
the coin-op which makes Konami's thrilling arcade 
game so much fun—in the arcades. But once it’s 
brought home, the visceral satisfaction of that killer 
peripheral is gone, and with it, more than 50% of 
the game's unique feel and overall fun. -DP 


PSM 


FINAL SCORE 


$0-SO The great physical 
satisfaction from the arcade 
POU Mme a 
honking-big sniper rifle. 


ees Wma aa ee oe ea aia 


It appears that Spider-Man may have been 
more of an exception than a rule, as 
Superman: Shadow of Apokolips doesn’t really 
cut it. Not only does it feel repetitive, but you never 
really get that feeling of awe despite controlling 
such a powerful superhero. Since flying is such an 
important aspect of the va of Steel you would 
think that an 2 2 
intuitive flight 
system would 
have been the 
top priority for 
the developers, 
but it wasn't. 
Overly com- 
plicated, the 
controls will 
undoubtedly turn away most of you casual gamers 
out there. In fact, most of the challenge in the 
game doesn't necessarily come from the enemies 
or mission objectives, but rather from trying to get 
from point to point quickly. Throw in the fact that 
the X button is used in so many different ways and 
you end up with a rather frustrating situation. 
Credit does go to the art staff for doing such a 
great job in capturing the look of the cartoon. -SF 


PMO Ca a le) creer ey oer 
plays like a lump of Kryptonite. 
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SOMEGO 10 GREAT LENGTHS TO STOP EVI 
BODES TO GREAT DEPTHS TO SIME 


@ 
Hi-tech Alliance nuclear attack submarine at 
Minus 1,000 feet. Your mission is simple: 
Blow the Meluguis Empire to kingdom come. 
Underwater, your adversary will never see you 
coming. They better not hear you either. Non- 
stop, adrenaline-pumping action and adventure 
await you and your crew. Move full speed ahead 
around a massive post-apocalyptic underwater 
world in the most intense sub shooter ever. 
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HUNT FOR THE THRILL 


Blood 


Strong Sexual Content 
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PAID FOR THE KILL 


CK UP FIBER WIRE. 
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Neyer OP Commandos 2: Men Of Courage vi Strategy Eidos 
a ae 
Nov-02 Disney Golf Sports 
el aiaies 
Nov-02 ae SiwYal Fe(alte Strategy Koei 


taal ll 


Noy-02 Grandia Xtreme Enix 


ce ae = malin al 


Nov-02 Mobile Suit Gundam Action Capcom 
ln 
Nolen Oa Ny | apedO O} Sole) g el r=)\g 
ica ll ll 

Nov-02 Van aaa || Horror aconeliey 


e fue iy il ei 2a 


LNyo\ is OP Noeei semen acd silo) Sega 
aia ve Ee 
Nov-02 Sub Rebellion Action Metro 3D 


jemaneere 


Nov-02 Super Bust-A-Move 2 Puzzle Ubi Soft 
Nov-02 TimeSplitters 2 9 aes) Lse(es 

Ney ee Od Turok: Evolution Oye) Acclaim 
Nov-02 Wild Arms 3 iS} ng) Sony CEA 
Peer |e eer mere e en eer nap esl tae 
























Summary 


-hack scores major points for its unique setting, but there’s also some very solid 
game design to back it up. 


This game will keep you up late at night, but whether that’s due to levels that are 
really tough to crack or a control system that’s tough to use has yet to be decided. 


If you're looking for a military shooter, this one’s certainly worth trying—but SOCOM 
is still a much better game, overall. 


While not as deep as the other titles, Disney Golf still provides a good amount of 
fun and enjoyment. 


A simple, but incredibly likeable, action RPG romp with charm and collectibles to 
spare. May be too sweet for some. 


It may be too soft for some and too hard for others, but for a fair number of 
A (relCisVete BAe AUTO] em orem gT 


F355 delivers hyper-realistic control, challenging courses, and a very rewarding 
overall experience. 


This dungeon crawler is without any genuine personality—and gets pretty monoto 
nous—but it does have its high points. 


Though Legaia 2: Duel Saga could've used some serious TLC—especially the 
graphics—the core gameplay is enticing enough to hook most RPG fans. 


The license isn’t the only redeeming quality. It's playable and replayable, which 
couldn't be said of most past Gundany titles. 


A uniquely enjoyable adventure game, if you have the patience and want to try 
something different from the PC world. 


Arcade players will love this year’s solid additions, but it's still not the best choice 
Ooms IES 


The sights and sounds of the classic anime are retained in this solid shooter, which 
could have benefitted from more variety. 


While rough around the edges, RLH manages to deliver a few good scares. It just 
comes up short in several other areas. 


Appealing perhaps to younger kids, The Scorpion King is just middle of the road 
as far as action games go. 


The waters are pretty and the fishing is decent, but where's the fishing pole periph 
irc] Faa Ney a Url ees ian teen 


This is soccer that's entertaining as a multiplayer experience. The slow framerate 
and muddy graphics hurt things. 


Too many controls and an awkward interface keep this from being a great game, 
even if it’s rich with solid strategic gameplay. 


Volition deserves credit for sticking with the PS2 after a disappointing first effort. 
Summoner 2 shows improvement. 


It's a great-looking Bust-A-Move, with the usual new wrinkles to keep it somewhat 
fresh. But why only two players? 


A well-paced follow-up to the movie, The Thing will scare you silly. We just wished 
it looked a little better. 


Even without online support, 7S2 is a great multiplayer game and has plenty of 
modes and secrets to unlock. The difficulty curve is a little rough, though, so 
practice a lot 


More dedicated single-player missions would have made Tribes even better, but 
playing it online is amazingly fun and addictive. 


Evolution may be an evolution for the series, but not for first-person shooters. The 
framerate and voice acting really should have been a lot better: 


Camera problems aside, 7y is a well-crafted platformer with plenty of challenge 
and personality. 


Though the poorly done localization threatens to hurt it, Wild Arms 3’s excellent 
gameplay pulls through in the long run for a solid experience. 
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1T BEGING AS A DOREAM., 


THEN 1T GETS REALL. 





HAVEN! CALL OF THE KING 
DELIVERS AN EPIC EXPERIENCE 
OF MULTIPLE GAMEPLAY STYLES 
SEAMLESSLY BLENDED TOGETHER 
IN A MASSIVE UNIVERSE: 


YOU MUST FIGHT TO SAVE YOUR 
PEOPLE FROM AN ANCIENT EVILe 
DRAW UPON EVERYTHING YOU'VE 
EVER LEARNED TO FIND THE 
HERO WITHIN AND ANSWER THE 
CALL OF THE KING TO FREE YOUR 
PEOPLE FROM THE TYRANNY 


HAVEN! CALL OF THE KING'S FREEFORMER™” GAMEPLAY MOVES SEAMLESSLY RETWEEN RACING, SHOOTING, OF ENSLAVEMENT: 
FLYING, GLIDING, SOATING AND DOG-FIGHTING GAMEPLAY IN A SEEMINGLY BOUNDLESS UNIVERSE! 


TEEN 


Mild Violence 











Le] Wal 74 Te pAliy 
ere a = Se 
PlayStation. & a iF ‘5 
oN et = é Pare SNEe ee halt) 





se REVIEWS 








SCORE ARCHIVE 
AY |S 























63 | Oct-02 | Armored Core 3 7 Action Agetec 57 | Apr-02 | Knockout Kings 2002 8 Sports EA Sports 
63 | Oct-02 | Dino Stalker 5 Light gun Capcom 57 | Apr-O2 | NFL Blitz 20-02 i Sports Midway 
63 | Oct-02 | GameBreaker 2003 6 Sports 989 Studios 57 | Apr-02 | Pirates: Black Kat 6 Action EA 

63 | Oct-02 | Gungrave 4 Action Sega 57 | Apr-02 | Sled Storm 6 Racing EA Big 
63 | Oct-02 | Kelly Slater's Pro Surfer 8 Sports Activision 57 | Apr-02 | Star Wars: Racer Revenge oy Racing LucasArts 
63 | Oct-02 | Kingdom Hearts 8 RPG Square EA 57 | Apr-02 | Triple Play 2002 7 Sports EA Sports 
63 | Oct-02 | NCAA Football 2K3 7 Sports Sega 57 | Apr-02 | Virtua Fighter 4 9 Fighting Sega 

63 | Oct-02 | NFL Gameday 2003 5 Sports 989 Sports 56 | Mar-02 | AirBlade 7 Action Namco 
63 | Oct-02 | Need For Speed: Hot Pursuit 2 9 Racing EA 56 | Mar-02 | ESPN Winter Sports 2002 5 Sports Konami 
63 | Oct-02 } Ninja Assault 6 Lightgun Namco 56 | Mar-02 | High Heat Baseball 2003 8 Sports 3D0 

63 | Oct-02 | Pac-Man Fever 5 Party Namco 56 | Mar-02 | March Madness 2002 4 Sports EA 

63 | Oct-02 | Riding Spirits 6 Racing Bam! 56 | Mar-02 | MotoGP 2 6 Racing Namco 
63 | Oct-02 | Socom: U.S. Navy Seals 8 Action Sony CEA 56 | Mar-02 | No One Lives Forever 8 FPS Vivendi 
63. | Oct-02 | Street Hoops 6 Sports Activision 56 | Mar-02 | Pac-Man World 2 7 Platform Namco 
63 | Oct-02 | Tekken 4 8 Fighting Namco 56 | Mar-02 | Tiger Woods’ PGA 2002 8 Sports EA Sports 
62 | Sep-02 | Barbarian ia Action Titus 56 | Mar-02 | World Tour Soccer 2002 7 Sports 989 Sports 
62 | Sep-02 | Capcom Vs. SNK: Pro 7 Fighting Capcom 55 | Feb-02 | Dragon Rage 4 Action 3D0 

62 | Sep-02 | Fl 2002 a Racing EA Sports 55 | Feb-02 | Drakan: The Ancients’ Gate 7 Adventure Sony CEA 
62 | Sep-02 } Madden NFL 2003 9 Sports EA Sports 55 | Feb-02 | Gitaroo Man 7 Music Koei 

62 | Sep-02 | Mat Hoffman’s Pro BMX 2 8 Sports Activision 55 | Feb-02 | Grandia || 7 RPG Ubi Soft 
62 | Sep-02 | Men In Black II 4 Action Infogrames 55 | Feb-02 | Jade Cocoon 2 7 RPG Ubi Soft 
62 | Sep-02 | Mike Tyson Heavyweight Boxing 3 Sports Codemasters 55 | Feb-02 | Legends Of Wrestling 6 Wrestling Acclaim 
62 | Sep-02 | NCAA Football 2003 9 Sports EA Sports 55 | Feb-02 | Maximo: Ghosts To Glory 9 Platform Capcom 
62 | Sep-02 | NFL 2K3 9 Sports Sega 55 | Feb-02 | Max Payne 8 Action Rockstar 
62 | Sep-O2 | NFL Blits 20-03 7 Sports Midway 55 | Feb-02 | NBA 2K2 8 Sports Sega 

62 | Sep-02 | Onimusha 2 8 Action Capcom 55 | Feb-02 | NFL GameDay 2002 3 Sports 989 Sports 
62 | Sep-02 | Sega Sports Tennis 8 Sports Sega 55 | Feb-02 | Parappa The Rapper 2 5 Music Sony CEA 
61 | Aug-02 } Aggressive Inline 9 Sports Acclaim 55 | Feb-02 | Rez 8 Shooter Sega 

61 | Aug-02 | C-12: Final Resistance 8 Action Sony CEA 55 | Feb-02 | Wave Rally 5 Racing Eidos 

61 | Aug-02 | Endgame 6 Light Gun Empire 55 | Feb-02 | X Games Snowboarding 2002 7 Sports Konami 
61 | Aug-02 | Fireblade 7 Action Midway 55 | Feb-02 | Wizardy: Forsaken Land 6 RPG Atlus 

61 | Aug-02 | MLB Slugfest 20-03 8 Sports Midway 54 | Jan-02 | 007: Agent Under Fire 8 Action EA 

61 | Aug-02 | The Mark Of Kri 6 Adventure Sony CEA 54 | Jan-02 | Arc The Lad Collection 8 RPG Working Des. 
61 | Aug-02 | Romance Of The Three Kingdoms VII 8 Strategy Koei 54 | Jan-02 | Burnout 8 Racing Acclaim 
61 | Aug-02 | Sky Gunner 7 Action Atlus 54 | Jan-02 | Final Fantasy X 10 RPG Square 
61 | Aug-02 | Stuintman 7 Driving Infogrames 54 | Jan-02 | Forever Kingdom 6 Action/RPG Agetec 
60 | July-02 | FIFA World Cup 2002 7 Sports EA Sports 54 | Jan-02 | Frequency 7 Action Sony 

60 | July-02 } Freekstyle 7 Racing EA Big 54 | Jan-02 | Hoshigami 8 RPG Atlus 

60 | July-02 | GTC Africa 7 Racing Majescco 54 | Jan-02 | Jak And Daxter 9 Adventure Sony CEA 
60 | July-02 | Medal Of Honor Frontline 8 FPS EA 54 | Jan-02 | Sega Sports NFL 2K2 9 Sports Sega Sports 
60 | July-02 | Scooby-Doo: Night Of 100 Frights 6 Action THQ 54 | Jan-02 | Shadow Hearts 9 Sports RPG 

60 | July-02 | Spider-Man: the Movie 7 Action Activision 54 | Jan-02 | Tsugunai: Atonement 6 RPG Atlus 

60 | July-02 | Test Drive 7 Racing Infogrames 53 | Hol-01 | Baldur's Gate: Dark Alliance 8 Action/RPG Interplay 
60 | July-02 | UFC Throwdown 8 Fighting Crave 53 | Hol-O1 | Dragon Warrior VII 8 RPG Enix 

60 | July-O2 | Way Of The Samurai 7 Action Bam! 53 | Hol-01 | Dynasty Warriors 3 7 Action Koei 

59 | June-02) Dropship: UPF 7 Action Bam! 53 | Hol-01 | Giants: Citizen Kabuto 7 Action Interplay 
59 | June-02) Dance Dance Revolution Konamix 8 Music Konami 53 | Hol-01 | Grand Theft Auto 3 9 Action Rockstar 
59 | June-02) Headhunter 8 Action Acclaim 53 | Hol-01 | NASCAR Live 2002 7 Racing EA Sports 
59 | June-02} Lethal Skies 5 Action Sammy 53 | Hol-01 | NBA Live 2002 7 Sports EA sports 
59 | June-02) Rayman Arena 6 Party Game Ubi Soft 53 | Hol-01 | NHL Hitz 20-02 8 Sports Midway 
59 | June-02} Red Card Soccer 20-03 6 Sports Midway 53 | Hol-01 | Project Eden 8 Action Eidos 

59 une-02) The Italian Job 6 Driving Rockstar 53 | Hol-01 | Shaun Palmer’s Pro Snowboarder 7 Sports Activision 
59 | June-02} Transworld Surf 7 Sports Infogrames 53 | Hol-01 | Smuggler’s Run 2 8 Action Rockstar 
59 | June-02) Wipeout Fusion 7 Racing Bam! 53 | Hol-01 | Soul Reaver 2 8 Adventure Eidos 

58 | May-02 | Army Men RTS Zl. Strategy 3D0 53 | Hol-01 | Splashdown 8 Racing Infogrames 
58 | May-02 | Blood Omen 2 5 Action Eidos 53 | Hol-01 | SSX Tricky o Racing EA Sports 
58 | May-02 | Deus Ex: The Conspiracy 9 Action/RPG Eidos 53 | Hol-01 | Thunderstrike: Operation Phoenix 8 sim Eidos 

58 | May-02 | Ecco The Dolphin 5 Adventure Acclaim 53 | Hol-01 | Vampire Night 7 Shooter Namco 
58 | May-02 | ESPN NBA 2Night 2002 6 Sports Konami 53 | Hol-O1 | WWF Smackdown! 3 8 Wrestling THQ 

58 | May-02 | Eve Of Extinction 6 Action Eidos 52 | Dec-01 | Ace Combat 4: Shattered Skies 9 Air Combat Namco: 
58 | May-02 | Herdy Gerdy 8 Adventure Eidos 52 | Dec-01 | Batman: Vengeance 6 Action Ubi Soft 
58 | May-02 | Mad Maestro 6 Music Eidos 52 | Dec-01 | Capcom Vs. SNK 2 6 Fighting Capcom 
58 | May-02 | Mister Mosquito 7 Action Eidos 52 | Dec-01 } Crash Bandicoot: Wrath Of Cortex 6 Platform Universal 
58 | May-02 | Savage Skies 4 Action Bam! 52 | Dec-01 | Guilty Gear X 8 Fighting Sammy 
58 | May-02 | Smash Court Tennis 6 Sports Namco 52 | Dec-01 | Half-Life 9 FPS Sierra 

58 | May-02 | Star Wars: Jedi Starfighter 7 Shooter Lucasarts 52 | Dec-01 | Harvest Moon: Save The Homeland 8 RPG/Sim Victor 

58 | May-02 | State Of Emergency 6 Action Rockstar 52 | Dec-01 | Metal Gear Solid 2: Sons Of Liberty 10 Action Konami 
58 | May-02 | World Rally Championship 8 Racing BAM! 52 | Dec-01 } NHL 2002 9 Sports EA Sports 
57 | Apr-02 | Fatal Frame 6 Horror Tecmo 52 | Dec-01 | Okage: The Shadow King 6 RPG Sony CEA 
57 | Apr-02 | Hot Shots Golf 3 g Sports Sony CEA 52 | Dec-01 | Supercar Street Challenge 6 Racing Activision 
57 | Apr-02 | King's Field: Ancient City 5 RPG Agetec. 52 | Dec-01 | Tony Hawk's Pro Skater 3 (PS) 6 Sports Activision 


HIGH SCORES 
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These are the games that you've GOT to get your hands on! 





boy Wie 0) Final Fantasy X tale} Square boys Se f=)"on Deus Ex The Conspiracy io) ActionRPG L=ifa(os 

Sein Bren) MGS 2: Sons Of Liberty Action alpen} yaa eee Hot Shots Golf 3 fos reets aaa. 
52. Dec-01 Tony Hawk's Pro Skater 3 (PS2) Sports PYaliise)a) BY ees) Ops Arenal cme basa uals Bost) 

51 Nov-01 Droste alg Action Capcom Se ten noes Maximo: Ghosts To Glory ieee eRe | Capcom 


50 Oct-01 Madden NFL 2002 (PS2) bere ak) EA Sports ou ere sae] BF a Ve By Cap Adventure ase) aV Gey 


vi Gran Turismo 3 ela lncd Sony CEA aces e| Biers sie) CM) | Bede Sports boycl reps 0) 
SSX (PS2) Snowboard/Race Electronic Arts Bisel Sas ee amen) Sports RPG 

63 a Need For Speed: Hot Pursuit 2 Racing EA Ho!-01 Grand Theft Auto 3 festeien) Pek orls 

{Seamer |) Pd Madden NFL 2003 Sports EA Sports nee) Sy Ea ad 7 Racing EA Sports 

62-Sep-02 NCAA Football 2003 3 Sports ASoreets Bren e) PNa=e ey eyeie- cae gel (cte sca Air Combat Namco 

62. Sep-02 NFL 2K3 Sports pSS2124s) Dec-01 bie FPS Sierra 

Coes ees PNeetsy oan Sports Acclaim Dec-O1 NTs melee Sports Aero 
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me on fe cut-throat ate ae Ee eer 
cop or spy in 40 INSANE MISSIONS 


SUN C MUM Tm AUR ETTE Bie 


#3 


Blast away enemies with new CAR-MOUNTED ; 
ROCKET LAUNCHERS and blast away friendsin = 1 
pull Realities la 
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they’re gonna pay. 


~ ALL-NEW FOR THE PLAYSTATION®2 & 
eT a as 
SYSTEM AND 

NINTENDO GAMECUBE™ 





Enter to win cool prizes at 


GOWRECKLESS.COM 


Drive down the mob in high-speed pursuits, 
then explore the city at your pace in 

EXCLUSIVE FREE ROAM-MODE. 
SS — 


Screenshots taken from PlayStation*2 


computer entertainment system gameplay. OAT E ni AVAILABLE ct) XBOX™ VIDEO GAME SYSTEM 
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| s it revs up for 
\ its January 
; 2003 release, 
| 7 Midnight Club 2 
BO eee) 
much faster, deeper and pretti- 
elem OR er 
PS2 predecessor. The 
game engine has been 
NMG E ee 
Peer ate ie mae (oe 
Be cccw ROME Cera ko 
Pere eM Tm aL tec) 
Te MCMC e CRUEL 
FT MCL 
Just how is MC2 better than 
MCT? Let us count the ways... 





TTT, 1 any a el ened 1 


A Lal | Titat) ~ J a | 
First of all, we can’t overemphasize the amazing 
yevarx=Moy ms ol=lcVe Melee lM a CM Clea mentee] (0) 
end up being the fastest racer we've ever seen 
on PS2. Cars can gain speed boosts by drafting 
CS Toxstcsr-l ni toa Men eM ec] CATO) ULL) 
US aT Mal com oy deem cst Oem UNCON RUN 
With objects zipping by you at over 100 mph on 
crowded city streets, it’s almost sensory overload. 

You start out with the worst car imaginable, 
and it’s up to you to find a better ride. To do so, 
you drive around until you spot a car that’s a lit- 
tle better than yours (but one that you think you 
could still beat), and challenge it to a race by 
flashing your headlights. The race course is a 
£y=Tg (=kMo) mag (=rec ole) LRM oye (ecle MUN Celera Tee ar=) a | =r) 
of the city, and the first car to hit them all wins. 
When you beat someone you'll take his car, 
which you can then use to race against better, 
rae mane 

Just as in Rockstar’s Grand Theft Auto 
games, real licensed cars aren't used for the 
simple reason that the cars in this game get 
Ee) COMMU ea Ke COME 
want to see their pretty babies scratched). In the 
Claas (LOM (=O) eM OLN (210A UTM Colmer] 
that we got to drive was the Veloci. It was faster 
and controlled better than the other cars, and 
came equipped with a nitrous oxide feed (nice!). 
Np TeZeV Mesh Ue OMA ULM LO LMT OLU LMA A OLN = SIAN 
have NOS, and exactly how many times each 
car can use it. The handling of the Veloci was 
very tight, and handled well even at top speeds. 


ty uh | 
sl be! 


Another really cool thing about Midnight Club 2 . 
is the addition of motorcycles to the lineup of 
vehicles. Bikes are great for weaving through 
traffic at crazy speeds, but they’re easier to 
Core UNSACMINO CMe elite} oM tee Re] 
Eysf-1cocet MOO) tn eae) eM er= EM Clee @t(ol0 ke) m0 0 
bike, and if you take a turn too tightly you can 
fall off. You can also fall off a bike if you don’t > 
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> execute a wheelie or endo correct- 
ly (an “endo” is the opposite of a 
wheelie, with the back of the bike in 
the air). If you simply slam the analog 
stick back when popping a wheelie 
you will fall, so there is a degree of 
CMe sem Melon eM tn Amel 
you can cruise through traffic in 
between cars, leaving opponents to 
(lito) Moya Mel U my are Uc 

When you peel off on your bike, 
you can do a burnout (drive in a small 
circle) prior to racing, which will stir 











A As you race down city streets and subur- 
PET MM eee Ue yest cag 
Raa Tm mam eo 


up a lot of smoke and leave a nice 
Collcae Ems der ln ewe AER OLE] 
come around a hard turn you can 
drop the knee and lean your weight 
into it (this makes you more prone to 
LrlTTaTMen Am alee lst ny Ola rCoym Carla 
there is no nitrous feed on the 
bikes—you'll just have to settle for 
reruns of Street Hawk. 

Cars.and bikes can compete 
against each other, and both are a lot 
fo) (Um OMe NY Mm C]c-lalccle AMM eT) AVA) 
car game, but once you unlock the 
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game due to time restraints. MC2 finally makes it possible to go crazy on Japanese streets, a 
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game on bikes if you want to. The Pa eA ea ae 
bike racing would make a complete ) characters than its pred- 
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game in and of itself! 





You navigate the city using a see- 
through, heads-up display (that 
can be toggled on and off) > 
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a bike to zip in-between cars. 
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Weather effects will really help to bring 
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late-night fog going on in this screen. 
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Violence 
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| ACORN) Ce) lL 
roads, arteries and changes in eleva- 
tion are denoted in lighter and dark- 
er shades of blue on the display. 
There is also a “look back” camera, a 
first-person view and a “cinematic 
cam” The look back camera shows 
the player the rear of their vehicle, 
aT emtn=Maln=lutrel (ome ] 1M CBs (send 
table option) takes creative license 
and zooms in for a stylized look at 
cool moments (such as when pulling 
a wheelie or endo). It also pans back 
for a wider view when you catch air, 
or a biker is ejected from his seat 
into a wall. The first-person view is 
so fast and realistic that-it’s scary. 
Oat) Welcome MNO Uno) mn Clee 
tive elements in the game. If it looks 
like you can smash it, you can. Fire 
hydrants can get knocked over and 
crates can be busted up. If you see 











*e MIDNIGHT CLUB 2 


_ While the cities in the game aren't 
mapped out to be street-for-street accurate, 
there are plenty of major landmarks in each 
to give you that genuine look and feel. 


people on the streets, they'll dive out 
of your way (a /a GTA3) and get back 
up. Unlike GTA3, however, they won’t 
try to clothesline you or shoot at 
you—this game is all about racing. 
After nearly getting killed, they go 
back to what they were doing, as if to 
Fy) @) 0 MR) clara \0- ae 
There are no verbal assaults like “You 
suck” or “You lousy driver” 


Another cool feature of this game is 
AtaTeMel mi (@relMlalCcil lis @cM em nem Ors) 
fic—especially when it comes to your 
fellow racers. Each has their own per- 
sonality; some drivers are aggressive 
and will go after you to deliberately 
try to crush you. Others are more 
cautious, so if you try to hit them, 
they'll be more wary of you. If you try 



















to drive head-on into standard traffic, 
PULA M nM ALE 
smoking tires!) or honk at you. Or, he 
might crash into a streetlight or 
knock over garbage cans, which 
might block your path and slow you 
CoCo Taste) nae NY Tem VOM te) oe 
cuts often, while others won't. If you 
try to draft a car, it may become 
aware of your presence and swerve 
Cole) UR NAM) OL Oe ele 
spent to make the cars behave dif- 
CNM CORO 

Angel Studios has polished the 
game engine to the point where it > 
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ly lame if you get caught in one while in the 
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as it could possibly want, in many dif- 
ferent scenarios. For example, a truck 
can suddenly reverse out of a garage 
and block your path. In Career Mode, 
the difficulty of the traffic depends on 
many factors, such as the neighbor- 
hood you're in, what street you're on, 
ETO UUM O) MN nO Com cena) 
Cruise Mode, however, you can select 
NOON AM sc CeN CMC) MUG 
density. In the Arcade Mode, you can 
race all of your Career Mode races, 
Pen C Me] ccMe Ne LUN 1m LO OOM re 1asce 


In all racing games the computer-con- 
trolled cars follow a path or rail, but in 
Pai Am Pa eke eee oe 8 
ferent decision about which way to 
turn depending on what’s blocking 
their path. This is a definite improve- 
ment over the first Midnight Club, 
where you could simply follow the guy 
who knew the quickest route in order 
to win the race. Now, one car will win 
Mme elem R LUN) 
the second race because they chose a 
different route—the cars choose their 
own paths on the fly. It’s still a good 
idea to sometimes trail other racers, 








though, to see different ways to take a 
shortcut—through a building, taking a 
PM oMaU icra -w- Mae gu creme um Cn cee) 10) 
tunnel, etc. Playing “follow the leader” 
is a good way to learn the map. 


You can drive literally anywhere with- 
TUM Uses eM SoM Te SCM (SS) 
(Los Angeles, Paris, and Tokyo). Each 
is huge and expansive, and often 
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seems bigger than the map indicates. 
AV SIaVenlii=ae=) 9 (00 a-ak ea ay 
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textures onto the same track. Street 
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police, pedestrians, stuff you can 
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L.A. is a grid of surface streets 
surrounded by big highways, so > 


Vv The car models are incredibly detailed. 
Along with being super shiny and reflec- 
tive, you can even spot the brake rotors! 
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other cool cars to race against. 
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Wg Pees Prey PCCM a ed 
sible in the first Midnight Club. Too bad it will 
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pull up near it and flash your high beams. Be 
careful who you challenge, though! 


\ Which way will you go—left or right? 
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areas, you'll still find perfect spots like this. 
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A We wonder what would happen if we 
popped a wheelie, and then laid the front 
tire down on the back of a car. Hmmm... 


PEM CURT Ula) the 
screen to the upper-right, only now it’s clos- 
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one, but many include multiple cars. 


idvantages—and looks pretty damn cool—but COT Sa ry Pa draw- 
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A Leaning into a turn will help you take it, 
but it also makes it easier to fall off the bike. 
You have to plan your moves in advance. 
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A There will be several different 
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> it takes a combination of technical 
driving and flat-out speed to win. L.A. 
also has the Aqueducts (seen in films 
like Terminator 2), and you can race 
through the Hollywood Hills and resi- 
Cote) l= Y- NB Ot e=Mey mele 
the landscape, as well. 

Paris has more rounded, tighter 
turns (including back alleys, cobble- 
stone roads and narrow streets), 
demanding a higher level of technical 
driving. The cobblestone streets will 
make your Dual Shock rumble, which 
is a cool touch. There are cathedrals, 
of course, and you can even drive 
(cM Ue Ranier nem tira 
you should, of course). 

Tokyo has more angled roads, and 
is all about pedal-to-the-metal 
speed. Tokyo includes many land- 
CPM cM GINA CSIN) 8 MMT 
other notables from the skyline. It’s 
an incredibly complex, multi-layered 
Co) VAN Teenie Luirevd lal nel mele 
(ole Mel MCI) 

None of the cities are laid out 
street-for-street like their real-life 
counterparts—they were designed, 
first and foremost, with gameplay in 
mind. The areas look right, but have 
been compressed in order to get in 
as much gameplay and as many great 
props as possible. For instance, the 
streets in Tokyo are as wide as the 
ones here in the United States, but in 
reality theirs are about half the size. 
The game could be accurate and 
replicate that, but then you'd be 
SEMIN OU mela CeO) E OH 
Valmet em am ele 
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As realistic as this game can be, how- 
CAR TSCM RONNIE (MINE LN 
Tea MUO PM EMS A DSC 
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dows, land on top of buildings, jump 
off of freeways, zip through pipe- 
laden underground passages, smash 
through barriers, and loads more. You 
have more choices in this kind of rac- 
Faecal OC] 
want to go one way, but another way 
might have a traffic jam and a third 
way has a big jump. It’s an urban, 
modern day fantasy—ultra-illegal 
SUM time Reel) (ema e (orm ole 
have always dreamed of doing. 
Before we got our hands on MC2, 
NRT eM UNE ene) MLM Ieee) 
compare to the racing missions in 
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GTA3. After all, wouldn't GTA3 
already contain everything found in 
MC2? We're happy to say that we 
found plenty of things that make 
MC2 leagues better when it comes to 
racing. MC2 is insanely faster, and 
while G7A3 is not laid out to be a rac- 
ing city, MC2 is all about overpasses, 
highways—stuff to actually race on. 





H if \ Bw UpAse pets) 
SAUCE Ree) R CNY 
Tn ee eR ecm MCAT 
Club. The cities look stunning and 
unique, with lots of sweet lighting 
Liem On Mem MEMS dnd 
effects is the explosions, which 
weren't in the last game. Damage 
your car in a high-speed crash or col- 
lision, and you can almost feel the 
erl MORN CCM LIMO eMNOllg 
car is damaged, the more it will 
smoke and be difficult to handle. Cars 
Novum me eAMeod*)(ele(M AM Ol el (ele h 
though—usually, it takes high speed 
OW cg ss: are Meee ee 

Teta yeaa Ce) 
aT (elem alia a1 (ene) mar] 8) 
against the side of a building. Skid 
marks are permanent, which by itself 
is cool, but you can use this trick to 
mark a certain spot as a reference 
point, which is even cooler. 
Depending on the neighborhood, the 
lighting and textures of the streets 
will be different to create unique 
moods. Industrial areas will have dim- 
mer lighting and cracked roads, for 
example. They'll be adorned with 
more junk, too, like shopping carts. 

The build of the game that we got 
to play didn’t have any weather 
(Le CUTAN Lem ULM LN A CCR TU Ld 
to be in the final version. You can 
C=) (ofstet 01 lL Pte) VALLE CO 
ERAS PMU M ON Mee 
night (dusk, midnight and dawn set- 
tings). There's no snow, however, 
since that wouldn’t be as much fun to 
race in (especially for the bikes). 


WRAPPING UP... 

Playing Midnight Club 2 reminds us of 
classic car chase scenes in movies 
like Bullitt and The French Connection. 
If Rockstar and Angel Studios can see 
their plans through to the end, then 
Midnight Club 2 should offer a pretty 
insane urban racing experience when 
it hits in January. What a cool way to 
kick the new year into high gear! [=) 
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The THREAT 


IS IN YOUR HANDS. 





BOTH OF THEM, 


UNDERSTAND THE RIGHTS OF 


ZA SPORTS.FREESTYLE CONTROL 





IT’S HARDWOOD MAGIC IN THE PALM OF YOUR HAND. 
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SET YOURSELF FREE. 
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Only on PS2 and XBOX. 


YOU HAVE THE RIGHT 


TO EXPRESS YOURSELF WITH THE RIGHT ANALOG. 


The right to freely express yourself in 360 degrees. EA SPORTS” FREESTYLE CONTROL. The right to use both hands, 
to crossover, to stutter step,-to spin. To confuse defenders with behind-the-back, through-the-legs, one-handed-palming, 
backing-down-in-the-paint, fade-away, ball-handling skills, Cuz you'll never make it in the NBA playing with only one hand. 





YOU HAVE THE RIGHT 


TO BREAK THE DEFENSE ANY WAY YOU SEE FIT. 


Put together fiendish combinations of 100 new moves and exploit the D. If you cannot afford room for a jumper, room will 

be provided for you with a little stutter-step fade-away action. Crowded lanes beg to be taken apart with your patented 

brand of hole-picking-360~spinning-crossover artistry. String ‘em out, spin ‘em ‘round, leave ‘em crying and finish big. 
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YOU HAVE THE RIGHT 


TO DEFEND AGAINST ANY OFFENSIVE FREEDOMS. 


The right to form a well regulated-fast-moving-big-balling defensive force. The right to reach into personal space. To perform 
~ b-ball blocks like an eight-armed hoop octopus. To borrow without consent, anywhere, any time. To turn hands into brick 
laying fly swatters. To pound the floor, clean the glass, take the charge and eat your competitors for breakfast, lunch and dinner. 
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ARTWORK BY ADAM WARREN AND RYAN KINNAIRD 
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n our new ongoing series of “PSM Makes” features, we'll be offer- 
ing ideas for how to freshen up different areas of gaming. It’s fun to 
dream about great games, and it’s our hope that these articles will 
stimulate change and innovation in future titles. We'd love to hear 
your ideas, too—send your take on this month's topic to the Letters 


section. Now, let’s put on our thinking caps! 


WHAT’S WRONG 

WITH RPGs? 
Here at PSM, we’ve logged thou- 
sands of hours adventuring, and 
loved every minute of it. But then, 
that’s why we're lobbying for 
change—we’ve seen it all a hundred 
times over. When you think about it, 
the genre has evolved very little 
over the years. RPG cliches are so 
entrenched that they’ve become 
unbreakable rules. Much of what 
we'd like to change includes simple 
polishing of the traditional console 
RPG formula, changes that we think 
should have been made years ago. 


POINT |: STORY, 

STORY, STORY! 
Any RPG fan knows that a com- 
pelling story is essential—if the 
characters suck or the adventure is 
boring, then it really doesn’t matter 
how good the gameplay is. The plot 
should be epic, on a grand scale. At 
the same time, the story has to be 
compelling on an intimate, personal 
level for the characters. You need a 
villain that you genuinely learn to 
hate. Also, when we think “RPG”, 
images of elves, dragons and spell- 
casting are the first things that come 
to mind. So, our personal prefer- 
ence is to drop any sci-fi elements 
and focus squarely on the essentials. 
Lush green forests, deep blue skies, 
endless oceans and snow-topped 
mountains—that’s the world for us! 
We would add unique visual takes to 
the design of these classic settings, 
so the game would have that classic 
RPG feel with a fresh new twist. 


POINT 2: TRIM 

THE FAT 
The main quest in the game should 
tie into nearly everything that you 
do. Really, if a horrible evil is threat- 
ening to end the world, the party 
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wouldn't have time to collect butter- 
flies or help little Billy get over his 
cold. It’s important to have side 
quests, but with just a little extra 
effort they can be designed to make 
sense within the context of the story. 

And, for the love of all that’s 
holy, we would bury random battles. 
They’re almost always over-used, 
tedious, and can turn a great RPG 
into an exercise in frustration and 
boredom. Of course, fighting is very 
important, and would be represent- 
ed well. But we'd strive to give the 
player the choice to go into battle, 
and then make combat so fun and 
rewarding that he’d actually want to 
do it. Sometimes combat would still 
be forced, such as boss battles or 
fights that are key to the story, or in 
specific areas where enemies lie in 
wait to ambush you. Those situa- 
tions would be rare, though. (For 
more of our thoughts on this subject, 
see our Combat System notes). 


POINT 3: THE 

COMBAT SYSTEM 
Combat in RPGs can quickly become 
a chore, something you're forced to 
sit through to get to the good stuff. 
As much as we love the Final Fantasy 
series, it’s probably the worst in this 
regard because all of the cool stuff 
takes place in the movie cinemas. So, 
in effect, the game makers are letting 
you handle the tedious stuff, then 
they take the controller away from 
you every time they want to show 
you something cool. Shouldn’t the 
player be actively involved in a game’s 
most memorable moments? 

To make sure that the thou- 
sandth battle is still just as fun as 
the first, we’d add a lot of new ele- 
ments to freshen up the fights. We 
didn’t come up with all of these 
ideas ourselves, but the real key is in 
finding just the right mix: 
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A. MANEUVERING Rather than 
lining up the good guys and bad 
guys on opposite sides, we’d have 
‘em all get in there and mix it up. 
Good placement of your party 
members would be a crucial part 
of formulating a winning strategy, 
and spells and attacks would play 
off of range and positioning. This 
opens up great potential for com- 
bat variety right from the start. 
The battle could start with the 
enemies’ backs to you, you could 
be surrounded, or enemies could 
be on the other side of a river, 
pelting you with arrows. 


B. USE THE ENVIRONMENT if 
you start a fight on an area of the 
map that contains boulders next to 
a river, then that’s where the fight 
would actually take place. You could 
use the boulders for cover, climb 
them for a height advantage, or 
knock enemies into the river to be 
swept away by the current. The pos- 
sibilities are endless: your movement 
rate might be halved because of 
deep snow; part of the battlefield 
could be on fire; you could be in 
danger of being knocked off a cliff- 
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side. All sorts of creative strategies 
would be possible, and the action 
would stay fresh, since no two bat- 
tlefields would be exactly the same. 
Creative players who use clever 
strategies would be rewarded with 
quick, decisive victories. 


C. DAMAGE MODIFIERS The 
ability to maneuver freely and use 
the environment offers ways to add 
bonuses to damage. For instance, 
attacking from behind could deal 
extra damage, as could throwing an 
enemy into something painful, like a 
boulder or a wall of spikes. Also, 
flanking a villain with two of your 
party members could lower his 
defense score. There are tons of 
possibilities here. 


D. LESS IS MORE We'd include 
fewer attacks, spells and items than 
most RPGs, but each one would 
have multiple creative uses. Gaining 
new spells, abilities and weapons is 
one of the simplest joys in an RPG, 
but too many other games cheapen 
it by oversaturating the game with 
too much stuff, to the point where 
nothing seems very special. > 


AVOID THE CLICHES! 


PGs are the most cliched 
R iccieoe on the planet. In 

our game we'd keep the 
Meee SMU nem tie iar lear le 
the very heart of what the RPG 
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ever we could, we'd steer clear of 
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> A guy and girl go 70 hours 
barely trading glances, and then 
they’re suddenly “in love” 
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> Wild animals and mindless 
monsters carry bags of gold. 


> The lead character is a young 
boy who doesn’t realize that he is 
“the Chosen One.” 


> The princess, girlfriend, or 
Ui ele ee eM lela delarle) sy -18 


> The ending, while trying to be 
dramatic and artsy, will offer no 
real closure or payoff whatsoever. 


Really, the list is endless. 





CHARACTER COUNTS 


You can’t have a compelling story without cool characters, right? Our 
adventuring party would stay true to its RPG routes, but throw in a few 
unique twists. We’d also focus on giving our group a cool edge, with a 
bit of sex appeal—no generic, super-deformed Playskool people for us. 


THE MAIN GUY This is the 

guy that you experience the 
game through, so he has to feel “com- 
fortable” to most players. If his design 
is too unique, or his personality too 
“out there”, he’ll constantly conflict 
with what most players would likely 
feel or do in a situation. With that in 
mind, we’d make him a human male, 
around 18 or 19 (to fit the game’s 
largest potential audience). He would- 
n’t have a secret past, be the “Chosen 
One” or have a coming-of-age yearn 
for adventure. Our thought is that he 
would be a soldier, returning home 
from a decade of training at a presti- 
gious order of knights. Upon returning 
home, he would reunite with his best 
friends from childhood, and be some- 
thing of a celebrity in his small village. 
When an unseen evil force appears 
and wipes out the knight’s homeland, 


our hero is duty bound to recruit his 
friends in his quest to set things right. 


THE MAIN GIRL A good 

romantic interest is an obvious, 
but important, addition to an epic 
story, but there would be a lot more 
to our heroine than pouty looks. Lead 
female characters are often nicey-nice 
healers, but that’s too easy—we’ll 
make our gal the team’s heavy-hitting 
dark magic caster, making our lovey- 
dovey couple a serious one-two 
punch in combat. She'd have a rebel- 
lious streak. Her style of spellcasting 
would be more “rock-n-roll”, with 
holstered spellbooks and spells writ- 
ten all over her body for quick refer- 
ence. Our idea is that she was raised 
to follow the path of a healer by her 
stepfather, a revered cleric who is 
corrupt behind the scenes. He’s 


always berating her for “making him 
look bad” by lagging in her cleric 
studies, until one day he finds out 
why—for years she’s been secretly 
studying the dark arts with her real 
father in seclusion! And you just know 
we'd have to have a massive dad-ver- 
sus-stepdad battle down the road. 


THE ROGUE Next we'd toss in 

a shadowy, roguish figure to 
add some spice to the mix, a guy who 
doesn’t always follow the straight and 
narrow. He’s cool, mysterious—a bad 
boy that can only barely be called a 
“good guy.’ His shadow-jumping, 
back-stabbing ways make him an out- 
cast, but he’s a valuable asset in com- 
bat and the main hero can’t afford to 
be picky. Maybe our rogue even 
makes a play for the heroine? His 
stealth and quick, precise attacks 
would make for fun play mechanics, 
and add nice variety to the cast. 


THE VETERAN Now let’s add 

a veteran adventurer to serve 
as a mentor to this young team. He’s 
the guy who'll be able to tell the 
party why they should be afraid of 
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the Dark Forest, or why Black 
Dragons are something they want to 
avoid. He'll also provide the most raw 
muscle for the team, thanks to his 
own bulky frame and several totems 
and potions enchanted to increase 
his power. One interesting thought 
here is, what happens when you 
overuse strength potions? Just like 
steroids can be harmful, will his body 
begin to break down? Interesting 
story potential there. 


THE COMBAT MEDIC 

Finally, this team is going to 
need a healer if it hopes to get any- 
where. It would be nice to have 
another female on the roster, but we 
don’t want to fall into the old “soft- 
spoken Aeris-type” cliche. Our solu- 
tion is to ditch the tired cleric 
stereotype for a more hands-on 
“combat medic” approach—and we 
do mean hands-on. She would liter- 
ally stick her hands inside of a 
wound to magically fuse it back 
together. To contrast her gruesome 
work, we’d give her a bubbly, cheer- 
ful personality. Yeah, it’s kind of 
twisted, but it’s fresh and we love it! 
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TRANS AROIT. 


E. MORE LOVE FOR THE 
FIGHTERS Spellcasters will usual- 
ly keep getting new impressive- 
looking spells, while fighters mostly 
settle for the same old boring 
“Attack” option. Our fighters would 
get to play with cool PS2 special 
effects too, thanks to advanced 
combat techniques. Borrowing from 
fighting games, we'd work in com- 
bos, martial arts, throws and 
more—all still done within a strate- 
gic, turn-based structure, of course. 


F. DON’T STOP THE STORY! 

In most RPGs, doesn’t it seem like, 
when the fighting starts, the adven- 
ture pauses while you play a kind of 
combat mini-game? We think that 
combat should flow with the game 
naturally by working story elements 
into battle. We’d have bad guys with 
personality revealing plot points and 
taunting the player during the fight. 
With our level of gameplay options 
and variety of settings and scenar- 
ios, self-contained mini-stories 
would literally write themselves 
during battle. An enemy might only 
be concerned with picking your 
pockets; a lizard soldier could take a 
village girl hostage to keep you at 
bay; you could interrogate a troll to 
find out where something’s hidden 
in the area. Add in a simple system 
that picks appropriate enemy dialog 
depending on the situation, and 
you've got the potential for some 
compelling battle stories that you’d 
want to tell your friends about. 


G. KEEP IT MOVING! Even with 
all of the features listed above, the 
combat design would have to be 
streamlined to move at a quick 
pace. No loading before the battle 
scenes, no drawn-out animations— 
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just quick, snappy gameplay. 
Although five or so characters 
would be at your disposal, only 
three could fight at one time— 
except, perhaps, for massive boss 
battles where everyone could get in 
on the action at once. 


POINT 4: 

LEVELING UP 
Growing your character and gaining 
new abilities is an integral part of an 
RPG, and we would really blow this 
aspect of the game out. Along with 
awarding XP for monsters slain, 
we'd offer bonus “quest experience” 
for completing certain tasks or 
objectives. Bonus experience could 
also be earned by “playing in char- 
acter”—for example, not having the 
main hero steal personal items from 
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someone’s cupboard, or letting a vil- 
lain live if he pleads for mercy (if 
that’s what your character would 
do). Bonuses could come from doing 
certain things in combat, almost like 
Nintendo's Smash Bros. scoring sys- 
tem (winning battles quickly, win- 
ning without using magic, using the 
environment, etc.). Through ideas 
like these, level advancement 
wouldn't rely solely on the number 
and types of monsters you're killing. 


POINT 5: ADVENTURING 

= EXPLORATION 
An adventure is a journey into the 
great unknown, finding amazing 
locales and seeing unbelievable 
stuff. “What's over that mountain 
ridge? What waits for us in the 
foggy swamp?” Most RPGs made 






















today are far too linear—where’s the 
sense of wonder and discovery in 
simply going from points A to B to C 
on a map screen? We’d bring explo- 
ration back to RPGs in a huge way. 


POINT 6: 

SHORT BUT SWEET 
RPGs pad on extra hours by upping 
the number of random battles or 
testing the player’s patience with 
other tedious tasks, but not us. You 
could do everything in our game in 
40 hours, max. We would trim the 
fat to ensure that every minute of 
the game is a memorable, fun expe- 
rience. Although some hardcore 
RPG maniacs will play a game for 
100-plus hours, most people simply 
can’t, or won’t, invest that much 
time into a single game. [= 
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With all of our ideas in mind, let’s take a look at how this game would appeal to both 
the hardcore fans and the general gaming public... 


INSTANT APPEAL We've got 
cool, sexy characters that break 
with traditional RPG stereotypes 
while remaining true to the genre. 
eee Mn eats eM el Ke 
with the genre's real rough spots 
(random battles, “same-old” sto- 
ries, etc.) smoothed out. We’ve 
eliminated many of the problems 
Miriam eater Cee \ NA 
while staying true to what makes 
RPGs great for hardcore fans. 


REPLAY VALUE Not 100-plus 
hours of gameplay, but every hour 
mS ame (ey remee er eae t ym ees PTET 
and worthwhile. Plus, a combat 
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system that you won't easily get 
bored of. Here is an RPG that a lot 
of people might actually consider 
playing through more than once. 


Tas a fa) tcecee ween reacts 


starved for original ideas that a 
game can get major marks for even 
the slightest new addition. While 
EMT m cere eee TAT 
anything wholly new, our truckload 
Co) Malice CM UESM Ome U YE) (ng 
of reinventing the wheel. 


COMMERCIAL POTENTIAL 
a eetcrcme ers cum Sy 
good points of RPGs while fixing 
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the bad. The hardcore will really get 
into the depth of the new features, 
and stuff like tedious random bat- 
MMos acm nee (lawn 
Plus, we've got a visual style and 
cast of characters that have instant 
appeal. What's not to like? :-) 
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Sega Bass Fishing Duel will knock you overboard 
with heated two-player competition. And when 
you finally run out of friends to beat, you can 

tackle the CPU opponents, each with their own 


personalities, strengths and weaknesses. This a ee eee 


attitude may not make you popular around the 


< The only PlayStation®2 computer entertain- 
ment system fishing game with split-screen 
two-player or vs. computer competition. 


watering hole, but it’s lonely at the top, buddy. 
Who says fishing’s not an extreme sport? 


EVERYONE 
® 


rene ex PlayStation.e 


SEGA is registered in the U.S. Patent and Trademark Office. SEGA and Sega Bass Fishing are either registered trademarks or trademarks of SEGA CORPORATION. © WOW ENTERTAINMENT INC./SEGA CORPORATION, 2001, 2002. 
www.sega.com. The ratings icon is a trademark of the Interactive Digital Software Association. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. 
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EACH X-MEN HAS EXPLOSIVE AND UNIQUE 
SUPERHERO POWERS TO TAHE ON OTHER 
X-MEN—IT'S THE MOST INTENSE 
FIGHTING YOU'VE EVER EXPERIENCED. 









BATTLE THROUGH EXPANSIVE 3-D 
LEVELS THAT RECREATE EPIC COMIC 
AND FILM SUPERHERO BATTLES. 


INCREDIBLE COMBINATIONS AND 
SMOOTH ANIMATION BRING 24 
DIFFERENT X-MEN MUTANTS TO LIFE. 


X-MEN 


AVAILABLE LATE OCTOBER 2002 
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Violence PlayStation.2 





= ©2002 Krome-Studios Pty Lid. All rights reserved. TY the Tasmanian Tiger and the Krome Studios logo are trademarks of Krome Studios Pty Ltd. Electronic Arts, EA GAMES and the EA GAMES logo are trademarks or registered trademarks of Electronic Arts Inc. 
in-the U.S_and/or other countries. “PlayStation” and the “PS” Family lego are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either trademarks or registered trademarks of Microsoft Corporation in the U.S. 
and/or-other countries and-are used under license from Microsoft: TM,-® and the Nintendo GameCube logo-are trademarks of Nintendo. ©2001 Nintendo. All other trademarks are the property of their respective owners. EA GAMES™ is an Electronic Arts™ brand. 
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Cri-key! You’re TY the Tasmanian Tiger: The last of a rare breed out to explore the untamed 
and uncharted Australian wilderness in search of your lost family. Along the way you'll encounter 
some fearsome foes sent out by the evil Boss Cass to spoil your adventure. But no worries, you've 
got a heap of hi-tech boomerangs, plenty of mates and a set of chompers to help you tame the 
dodgy Outback. Good luck, it should be a ripper good time! www.TY.ea.com 
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turn on over to these 
big games NOW! 


Capcom's unique racer has hit Japan-first test drive! 


Ao 
























apcom, long known for company recently you're wondering, Auto Modellista 
Street Fighter, Resident Evil, released a cel-shaded roughly translates to “Car Designer’) 
Mega Man, and hit titles like racer in Japan called 
Onimusha and Devil May Cry Auto Modellista, and we've THE BEST OF BOTH WORLDS? 
is changing gears. The taken it for a thorough test drive. (Incase The simplest way to describe Auto 
marae reer rat i sec : Modellista is that Capcom has taken the 
fei tacraetad with cel-shaded visuals. s (J : : a evciarar Ju iSO) ule yep kee 


of Sly Cooper, and thrown in online sup- 
port for up to four players. Most of the 
time racers spend playing the game will 
be in “garage life,’ tuning up their col- 
lection of cars for the next race. Garage 
life supports 





‘A Nudging other cars doesn’t always cause 
wrecks, but it does produce lots of sparks. 
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Customize 
Your Ride 


OU ateWeselrsixem cere) em eLety 
Pama exc an eae] Ln 
performance tune-ups 


and cosmetic changes. re 


three different garage “themes.” 


tinkering of everything a car nut 
could want. The engine, tires, accel- 
eration, braking, suspension and the 
like can be fine tuned, and even 
custom decals applied. Vehicles can 
be taken out for a test drive to 
check performance, then returned 
to the shop for further modification. 

For those of us who don’t know 
the difference between spoilers and 
suspension, Auto Modellista offers 
advice through an e-mail system on 
how to make modifications, handle 
certain courses, or apply real-life 
driving techniques to race tracks. 
After obtaining a new car or defeat- 
ing a course, players will find their 
inbox jammed with suggestions. 

Though Capcom's garage is 
nowhere near the size of the one in 
Gran Turismo 3, the developers have 
rounded up a significant chunk of 
car licenses. Toyota, Nissan, Honda, 
Mazda, Mitsubishi, Suzuki and sever- 
al others—as well as a few secret 
companies—all contributed their 
schematics to be remade in cel- 
shaded glory. 


PRECISION DETAILING 


Even Mother Nature didn’t escape 
Capcom’s art team: the very world 
has been cel-shaded, including 
asphalt, lens flare, and even the 
wind. Though some might call the 
cel-shading in Auto Modellista a 
cheap gimmick, the fact remains 
that, underneath it all, is a racer 
requiring substantial technique. 
Players who get in their car and gun 
it will find themselves smashing into 
walls and skidding across sand; 
proper driving skills are needed to 
win even the most basic courses. 
Auto Modellista \ooks like an 
arcade racer, but plays like a simula- 
tion. Will North American gamers 
embrace this title? We'll let you 
know in the upcoming future, as the 


game is slated for a Spring release. 
DOUG TRUEMAN/RANDY NELSON 


It might look like a cartoon, but there are 
some serious tuning options under the hood. 
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Pulled off some snazzy moves 
on the track? You can save 
your replay and use the VJ Edit 
mode to splice together a slick 
music video from the footage! 
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4 Not all the courses are lap-based—this downhill run has lots of white-knuckle curves. 
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made it cool to drive 
your own car, but 
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level. Now, you can 
completely cus- 
tomize your car with 
parts that you 
wouldn't normally 
be able to afford. 
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A The Stinger comes in handy for those big 
enemies, like the Metal Gears and helicopters. 


er aT 


ER KONAMI! | DEVELOPER KEE! | RELEASE DATE SPRING 2003 | MAX PLAYERS ONE | ESRB RATING MATURE 


rate half 
STINGER, 


A With over 200 VR Missions, you’ll be 
playing this game for weeks. There are 100 
alternative missions, too. 


A It’s possible that there will be some 
minor changes to main game, itself, but the 
developers aren't talking. 


L GEAR SOLID 2: SUBSTANCE 


Hands-on with the ultimate version of Metal Gear Solid 2 


> Snake’s back, 
and seeing more 
action than ever. 


few issues of PSM, 

but it hasn’t been 
until now that we've actually been 
able to sit down and truly experience 
the game. Unfortunately, the version 
we played was running on Xbox 
hardware, but the developers have 
assured me that the PlayStation 2 
version will be practically identical. 
However, there is a chance that we'll 
be privy to some additional features, 
thanks to the extra development time 
required for the PS2 version. Maybe a 


MGS3 trailer? We'll see. 
Anyway, aside from the standard 


tweaks to the original game, 


Substance will also focus on two major 
other modes: VR Missions and Snake 
Tales. There will also be around 100 
other alternative missions and a few 
new features that were previously only 
available in the European and 
Japanese versions of Sons of Liberty. 
The Snake Tales, around five in all, 
take you on various side-missions and 
allows you to see sections of the 
game though Solid Snake's eyes. It 


takes around an hour or two to 
complete each of the missions, so you 
basically are looking at an additional 
eight hours of gameplay. You'll be 
doing everything from taking pictures 
of sea monsters to defusing bombs. 
With the additions of these Snake 
Tales and the hundreds of other 
missions, it seems that Substance will 
definitely be worth the price of ad- 
“mission”, even to those of you 


¥ This is one of the alternative missions included in the 
game. Apparently, you’re supposed to take pictures of Meryl. 
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who've played Sons of Liberty to 
death. We'll just have to wait until 
Spring to see what other goodies 
Konami has in store for us PS2 
owners. STEPHEN FROST 


The inclusion of the Snake Tales and a ton of 
other missions make this a must-have! 


4 You'll have your chance to take on some 
of the bosses, but as Snake, not Raiden. 


4 All the skills that you learn in the main 
game will be necessary in the VR Missions. 
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Insanely fast Guncon”2 
blasting action. 
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THE STORY THUS FAR: GANG 
WAR RAGES IN THE STREETS OF 
GOTHAM CITY... 


WHILE AT ARKHAM, POISON Ivy, 
JOKER, KILLER CROC = OTHER 
INMATES ARE RUNNING THE ASYLUM. 





inspired by pe comics, Batman: Dark Tomorrow pits a tougher, darker pack Knight against 
the Joker, Mc. ereeze, poison ivy, killer croc, Black Mask, The ventriloquist & scarface, and 


coming soon 





coming soon 
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THE DARK KNIGHT FACES 
EXTREME PERIL AT EVERY TURN 
@S HE TRIES TO UNCOVER... 





coming soon 


THE MYSTERIOUS MASTERMIND 
WHO HAS IT IN MIND TO TAKE OVER @ 


THE ENTIRE WORLD! 









TEEN 

® 

AY Violence 
Pave 

ESRB 





more. written by scott peterson (Batman writer) and Kenji Terada (ginal ¢antasy I, 11 & 11). 
A collectors’ edition pc comic Is included to set the stage. But to Batman, this is no game! 
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MALICE ,.; 


Sierra’s badass heroine 
is almost upon us... 









Cy SIERRA | DEV ARGONAUT | RELEASE DATE NOVEMBER | TYPE ACTION/PLATFORM | MAX PLAYERS ONE | ESRB RATING TEEN. 
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ecently, Sierra came by 
to give us a glimpse at an 
updated version of 
Malice. However, 
unfortunately, it 
seems that the game still 
needs a lot of work before its 
November release. The framerate 
was quite low, in most cases, and the 
visual polish that is certainly prevalent 
in the Xbox version still needs to be 
added. Those concerns aside, | was 
pleasantly surprised at the variety of 
gameplay that Malice looks to offer. 
Puzzle sequences, like one that had 
you jumping from platform to 


Concerns aside, Malice could end up a very 
promising and enjoyable title. We're hopeful. 














4 All the worlds are extremely varied and look 
nothing like the previous one. 






4 Malice was original designed around 
the Shadowcaster engine, which allows 
for realistic shadows. 


platform, in a “Simon says” manner, 
really grabbed my interest, while the 
kooky character designs never 
seemed to get repetitious. 

If a lot of the problems, such as 
framerate and visual quality, can just 
be addressed (and we're sure that 
they will be), then Malice definitely 
looks to be one of the more unique 
and enjoyable platformers this holiday 
season. It’s going to have a lot of 
competition, though. STEPHEN FROST 






A One of Malice’s ee main weapons is the 
Clockwork Hammer. It packs a mighty wallop, too 
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AMY STREET 


sy Play JCodgeball in the comfort of 
your own living room 





A Pazsles games have also Boal 
included to increase the variety. 





A It may quite not be Beach Spikers, but the 
volleyball still looks like great fun. 





4 Dodgeball is going to be a favorite because it reminds us of elementary school. 


6 
aa 





s far as online gaming 

goes, it’s the smaller, 

basic titles that currently 

win out over the larger, 

more ambitious ones. 
Players head in droves to sites that 
feature such simple games as solitaire, 
checkers and hearts. With that in 
mind, Sony has teamed up with 
developer Idol Minds to create a title, 
My Street, that will bring a more basic 
type of gaming to millions of PS2 
owners out there. 

While not quite to the level of, say, 
solitaire, My Street still focuses on an 
experience that is really easy to get 
into. The included classic games, like 
Dodgeball, Volleyball, Marbles and RC 
Racing, will still challenge you, but it 
won't take a genius to figure out how 
to play them. In all, there will be eight 
games and each of them can be 


enjoyed with four players, either in 
the living room or online. See you on 
the street! STEPHEN FROST 


TEA ak 


These are the simple games that anyone can 
play and enjoy, not just hardcore gamers. 





A Anyone for a game of marbles? Come on... aplease? 
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Outrageous Effects 


One of Konami's goals is making this 
game look like a giant mech anime—if 
these weapon effects are anything to 
go by, they’re well on the way to 
achieving that goal. 


A The atmosphere of Mars doesn’t slow 
Jehuty down a bit during combat. 


‘ & Enemies can now be used as projectile weapons. 


You can even club other enemies with them! 4 The game's cinemas will blend real-time 


3D graphics and hand-drawn anime. 


Hundreds of swarming lasers, glowing shields, 
EN meee eee NM CME LR OTL 
Meta RULE ee) CCL oe 


Hii 


A Jehuty’s energy blade is back—bigger, better, and 
capable of slashing even more enemies simultaneously. 


r 4 : oP Py 
~ A Much of the game will actually play out 
® on the surface of Mars, which should 
TH = 2 N D present some interesting environments. 


It’s looking good, but the real advances will be in the 


Konami mechs US drool with new SCrfeens gameplay—for that, we'll have to wait a while longer. 


ideo “Mr. Metal Gear” bigger, more beautiful game is shining show, the Jehuty (Dingo’s mech) will 
Kojima and crew have through, at least in these shots. be able to battle far more enemies 
been silently working Set well after the original game, simultaneously this time around. Z.0.E. 
away on the second Z.0.E. ZOE. 2 stars a ex-soldier name 2 will hit these shores next spring; 
title since we first saw it at Dingo. Since the blistering giant robot | Tokyo Game Show should bring more 
E3—but thankfully they’ve surfaced action will take place on and above details. RANDY NELSON 
Just long enough to hit us with a volley — Mars, the variety of environments is i f 
of new screenshots from the work-in- sure to be much greater that in the fileebeenie epee ehh ae 
progress. So far, their promise of a first game. And, as these screens named Dingo Goes To Mars! 
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A From the menu screens to the level designs, the developers have 
really done a great job capturing the feel of the old monster movies. 


WAR OF THE Destroy buildings, 


MONSTERS 


he same team that gave us 
the greatest car-combat 
title in the history of 
videogames has returned 
once again with their 
fabulous Twisted Metal Black engine. 
This time focusing on the monster 
movies of the ‘50s and ‘60s, Incog, 
Inc. has traded its cars for creatures in 
one of the most fabulous-playing 
fighters we've seen in a long time. 
Mixing action/platforming with an 
old fashioned slugfest, War of the 
Monsters is coming along quite 
remarkably. Boasting 10 uniquely 
awesome mutants and a host of larger 
than life cities, the visually brilliant 
fisticuffs are so addicting we spent an 


A It may look like a mindless brawler, but 
this game has a considerable amount of 
depth to it. 


hour looking for subliminal messages 
hidden in the wreckage! 

Anything and everything in your 
immediate vicinity can be picked up, 
smashed, or destroyed. Whether 
you're ascending a magnificent sky- 
scraper or breaking a cruise liner in 
half for use as a projectile, the envi- 
ronments you fight within are com- 


pletely interactive. Moving cars, hordes 


of terrified humans, and gigantic 
artistic monuments are all at the 
mercy of your oversized gorilla, 


Destroying buildings, throwing cars and 
crushing puny humans? We want this game! 


i Eats 


nis: 


4 Smash into the buildings and you can use 


the fallen pieces as weapons. 


Shoot fire, and 
conquer [he planel! 


praying mantis, or dome-shaped alien. 
One of the most attractive features 
of War of the Monsters (besides its 
easy to pickup control scheme and 
excellent artistic design) is the way 
the camera system works. 
Traditionally focused on opponents 
when face-to-face, the lens seamless- 
ly pulls back into a split-screen mode 


Throw 
Yourself 
Into If! 


Virtually everything in this 
game can be interacted with. 
That means that you can pick 
up and throw almost every- 
thing you can see. That 
includes your opponents. 


2 


From robots to buses, you can 
PVE RCM MCMC Cer 
Tira ee RCH 


when characters are separated, 
allowing each monster to freely roam 
the area without fearing the usual 
invisible wall that so many other 
fighters fall victim to. It’s a terrific idea 
that should have been thought of 
before. We can’t wait for this one! 
STEPHEN FROST/JEREMY DUNHAM 


A While you don’t see it here, you can actually play 
with up to three other people at the same time. 
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JOIN RYGAR ON AN EPIC JOURNEY THROUGH MYTHOLOGICAL WORLDS AND 
ENVIRONMENTS WHERE HUNDREDS OF LURKING MONSTERS, SAVAGE BEASTS AND 
TITANS AWAIT TO DENY YOU PASSAGE. YOUR WEAPON OF ferreyio e -THE ALMIGHTY 
DISKARMOR. IT BECOMES THE ae ENTIAL TOOL IN YOUR QUEST FOR VICTORY. 
SWING, SLASH AND DASE ON ate 3 ENEMY TO SAVE YOUR ONE TRUE LOVE, PRINCESS 
HARMONIA, BRINGING THE ISLAND OF ARGUS BACK TO STATE OF PEACE. 
BECOME THE HERO. BECOME THE LEGEND. BECOME RYGAR. 











Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 
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FREQUENCY 


The music game comes” | 
back with whole new look — 











espite being a sequel, 
Frequency 2 looks quite a 
bit different than its 
predecessor. Gone now 
are the claustrophobic 
tunnels, which have been replaced by 
spacious, wide-open “highways” 
floating above giant cities. There’s just 
something more grand about it all. 
The gameplay remains pretty 
much the same, though, as you still 
need to successfully “activate” the 
different musical instruments for each 
song in order to successfully complete 
the levels. Along for the ride is your 
virtual avatar, or “freq”, which 
changes appearance as you play 


If you're a big music fan, then this is going to 
be the game for you. 


¥ ————— 
A We wonder what the camera can be used 
for? Perhaps you can keep a scrapbook. 


RSD) 





through the game. You'll even be 
able to unlock cool accessories to 
spruce up your “freq” and give them 
a bit of attitude. 

The game's soundtrack has also 
been given a boost of adrenaline with 
numerous bands from greatly varied 
types of backgrounds. There isn’t just 
the typical dance music anymore. 
You've got a lot of more mainstream 
kind of stuff, too. 

Frequency 2’s release date is still 
some time from now, but there’s no 
denying that the game already plays 
wonderfully. Including the online 
mode (which supports up to four 
players) should only help it to reach a 


larger number of fans, all of which are 


going to be fighting for that #1 spot. 
Be patient... we'll have more info for 
you shortly.. STEPHEN FROST 
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A You can carry around two different 
weapons at the same time. 





A The lock-on feature has returned, making it easy to attack multiple enemies. 
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A Multiplayer no longer splits the screen. All four 
players play on one big “highway” of sound. 


PN . 
A Your “freq” will always be on-screen 
and changes appearance as you progress 
through the game. 





4 You can see all the tracks on one single 
path now. There’s no more screen rotating. 





Sony's upcoming RPG 
sequel is Geo-rific 





ove it or hate it, the first 

Dark Cloud managed to 

sell in access of 400,000 

copies, which makes it one 

of the best selling RPGs on 
the PS2. And, with that success, 
comes the much improved, bigger 
and larger sequel. Dark Cloud 2 looks 
to be exactly that, with over 100 
hours of gameplay, a new invention 
system that allows you to create 
unique weapons and equipment, and 
a enhanced GEORAMA feature. As 
many of you will remember from the 
first game, the GEORAMA feature 
allows players to build the towns in 
their own unique way. 

Another great change, as you can 
see from these screenshots, is the 
jump from traditional 3D graphics to a 
unique cel-shaded look. That alone 
should grab your eye. The new 
character designs are also well done. 

With a release date of late Winter, 


we should hopefully have more of a 
hands-on preview next issue. Until 
that time, please check out these new 
screenshots from various parts in the 
game. STEPHEN FROST 


It’s the sequel to one of the most successful 
RPGs on the PS2. Need we say more? 





A Riding around in this contraption should 
make traveling a bit easier. 
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Unlimited Ammo. Because Reloading Takes Too Long. 


Exact your deadly revenge with precision and grace. 
Unlockable secret movies and action figures. 
Dramatic movie-quality cut-scenes. 

Super-powered special weapons. 

Destructible environments. 
Nightmarish boss battles. 
Disposable enemies. 
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THE ONLY THING THAT 


CAN STOP THE RACF IS 


GOON WEATHER 


CELLET E 
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Experience the thrills, spills and sub-arctic chills of authentic snowmobile action. Careen along snow-packed trails in blinding blizzards. 
Bust big, frosty air with over 30 different tricks. And pray for endless winter storm fronts. It’s Whiteout. And it’s got racing down cold. 
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A Along with the larger cast of characters comes a greater | 
variety of backgrounds and environments to fight in. 


KENGO Ge 


tJ 
ecde ° 
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er aa) | DEV LIGHTWEIGHT | REL DATE WINTER | TYPE FIGHTING | MAX PLAYERS TWO | ESRB RATING MATURE 


great way to get your 


b i OFA doit N ge Oo opponent off-guard. 


wt iB EET i ‘y Jumping attacks are a 


¥ Most of the special attacks and combos tend to start We 


with a fancy glow around the character performing them. a 


Serie. 


Can Lightweight can still live by the sword? 


engo Il crept up on us quietly, but 
its developers still have resilient 
steel hidden away. The sequel to the 
early PS2 swordsmanship sim looks 
to make several improvements on 
its predecessor, especially with its upgraded 
career mode. 

The first game started off on that road, but 
Kengo II adds depth and flavor to the develop- 
ment of a novice fencer. There 
are more methods for training a 
samurai’s abilities, and more cin- 
ematics to flesh out duels and 
training. The core fighting system 
itself is reminiscent of the first game, 
but it feels closer to the Bushido Blade 


A That guy should be thankful that it’s only a wooden sword. 


games’ harsh realism. The “life bars” remain, but 
only as an indicator of a fighter’s state of injury 
rather than an objective representation of how Fae eh meee Clee ete LCI NAA 
long they have to live. Death can come very real-life samurai masters. You may have heard about 
swiftly if a lethal blow is struck. You just have to them but, now, you can actually fight against them. 
learn where to strike and when. 
There’s also a chambara-esque battle mode 
that trades complexity for the fun of slashing 
through waves of enemies. It’s a 
relaxing change, if it does wear 
after time. As a complete 
package, though, Kengo II has 
the potential to satisfy players 
looking for an alternative in 
fighting games. 
DAVID SMITH/STEPHEN FROST 


Ite IT} 


An improved career mode and better balance 
should do wonders for this samurai sequel. 


A The battle mode allows you to challenge 
famous sword masters one after another. 
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The thing about this type of 
game is that you really need 
to keep track of where 
everyone Is. Don’t confuse 
your partners with your 
enemies... or else! 


RUST ota ea CC 
Rr Cia fea (Tas tye ae acy i) 
guys. You may need them later! 


Your missions will take you all over the world, as 
you attempt to take out enemies of the United States. 


THE SUM OF 


Stop the 
nuclear terrorists 
at all costs! 


ALL FEARS 


ased upon the Tom Clancy 

book and the Paramount 

movie, The Sum of All 

Fears is the latest 

offspring of the “Rainbow 
Six” group of games. Granted, the title 
isn't a true R6 sequel, but it definitely 
shares a lot of similarities, only in this 
Case, you're part of an FBI hostage 
rescue team instead of N.A.T.O. Also, 
the overall experience has been 
adjusted in an attempt to cater more 
to the casual gamer who may just be 
getting their feet wet in this genre. 
There's even a training mode that will 
teach you everything you need to 
know before you begin to play. 


A While you can finish a mission with part 


of your group dead, it makes it much harder. 


Your main objective will be to track 
down a number of conspirators who 
are planning a major attack on the 
United States. However, in order to do 
so, you'll have to successfully 
complete eleven different missions, 
set all around the world. At your 
disposal are a selection of 15 weapons 
and a team of computer-controlled 
teammates who will provide you with 
support and backup. Unlike in R6, 
though, you won't have to fully plan 


The price is right, but will PS2 owners adopt 
this PC-style sort of game? 


4 A shot to the head will put your enemies 
quickly to bed. 


out your mission in advance. Plans will 
already be provided for you so that 
you can jump right into the action. To 
make things even easier, you can even 
turn on auto-targeting and reloading. 
Probably the greatest aspect of 
this game, though, is the fact that it’s 
only going to cost around $30. That’s 


Gold: Team Member Wounded 
Gold: Team Member Wounded 


4 Sometimes the best place to attack from is 
from above. Those below have a disadvantage. 
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great for those of you who are inter- 

ested in the genre, but are still on the 
fence. It just remains to be seen if the 
game delivers a compelling and truly 

riveting experience. We should know 

next month when the reviewable hits 

our hands. STEPHEN FROST 
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Visit www.esrb.org or 
call 1-800-771-3772 








Surviving an alien assault. Easy. 
Getting this woman into a hot tub. 
Not’so easy. ) 
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& Players will be able to take out an even more varied number 
of enemies with an equally varied number of weapons. 


SILENT HILL - 





A The story segments are even more 
elaborate as they unravel a rather 
dark tale of suspense and horror. 








4 We're not quite sure what this is... 
but it looks downright nasty. 








The latest screens from Konami's horror sequel 








t hasn’t been that long since 

we’ve taken that second 

journey into the eerie, foggy 

town of Silent Hill. Yet, Konami 

is already hard at work ona 
new sequel that may make the past 
two titles seem tame in comparison. 
According to the developers, this 
game will be the scariest of the 
three and feature a very strong 
theme of “fear”. Apparently, there 
were a lot of things that they couldn't 
do in the past two titles, but are now 
free to explore. 

For starters, the lead character, 
Heather, is female and she’s not 
searching for anyone. She just 





A We're not sure what was last in this tub, 
but they certainly didn’t use any Chlorox 
before they left. 
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happens to be out shopping and then 
gets stuck in a rather strange sort of 
situation. Her only desire is to survive 
and find her way out of the “alternate 
world” that she finds herself in. Pretty 
strange story, huh? There’s supposedly 
a link between this game and the 
other two, but nobody's talking. 

As we mentioned last month, 
players will have access to a host of 
new weapons and items, but very few 
of them have been revealed. We do 


The third trip into Silent Hill promises to be 
one of the scariest journeys ever taken. 








4 In an exact opposite to the “Stairway to 
Heaven” song, these stairs lead down to a 
very disturbing place. 
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know that a machine gun will play a 
major role, allowing you to strafe 
down multiple attackers in one vicious 
sweep. Also, it appears that there will 
be more action segments than were in 
the past games. The developers are 
striving for a nice balance between 
action and scary moments. 





We have yet to get a hands-on 
with Silent Hill 3, but we're hopeful 
that Konami will bring it by soon. At 
that time, we'll be sure to give you 
readers an even deeper description of 
what the game has to offer. 

STEPHEN FROST 


4 The subway is completely separate from the town of 
Silent Hill, but they are both connected in some manner. | 
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A Along with his ability to 
animal forms, Dr. Muto also has plenty of useful gadgets. 


AM) Mad Scientists and animal 
transformations? Sign us up! 
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transform into various 




















idway has been 
coming on 
strong lately 
with its lineup of 
holiday titles, 
and Dr. Muto is one of its best 
prospects. A mix of adventure 
and platforming elements that 
should provide plenty of cross- 
genre appeal, the transforma- 
tion-based freak show is not 
only a visual treat, but a fun one 
to play as well. Almost finished 
when we got our hands on it 
last, Muto is packed with humor, 
artistic zest, and a sense of 
humor sure to make 
light-hearted fans chuckle in 
frequent succession. 
The plot centers on our poor 
friend Dr. 





A From bats to rats, our lovable doctor 


has a form for any situation. He can 
even turn into a spider. 





Muto, whose wacky 
experiments inadvertently 
destroyed his home planet and 
scattered its remnants across 
the galaxy. On a quest to get the 
pieces back and reassemble his 
beloved world, the doc teams up 
with his robotic sidekick AL and 
sets out to do his business in 
over 30 massive territories. 

To make it through the 
hostile alien terrain, Muto 
collects samples of domestic 
DNA to meld with his own, and 
eventually transforms into some 
wild-looking alter egos that span 
every form you can think of. 
From fish creature to gorilla, 
spider to flying squirrel, the 
possible forms are hilarious 
(and useful), and add a lot to 


the typical platform fare that _| After playing the demo, we've grown to 
we've grown accustomed to 


appreciate this game’s humor and dark side. 


A He may not normally be a good 


quick right now. 





A When in doubt, simply fry the thing 
swimmer, but | bet you that he’s pretty with your energy weapon. You can 
figure out the specifics later on. 









Ae 
over the years. Q ‘a> 
There are 4, t 4 
other neat a fp 
little touches, 


too, like gadgets and weapons 
that can be pieced together with 
various objects in each level and 
cleverly designed obstacles that 
require an effective use of your 
transformation skills and plat- 
forming ability to overcome 
them. It’s a rather complete 
package of design and presenta- 
tion, and we're anxious to see 
how well it can all come 
together for the final product. 
We'll know for sure this 
November. JEREMY DURHAM 
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Ubi Soft goes for its biggest hit 


| 
this holiday season 
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rom its original Oscar- 
winning debut in 1976 


The latest in that tradition is Rage 
Software's version of the Italian 





A The arcade-style training modes help to 


improve your stats and fighting abilities. 4 Not all the fighting takes place in the 











(which was written by 

Stallone, himself), to the 

terribly cheesy finale in 
1990, Rocky has been and always will 
be the ultimate in boxing adventure. 
The story of a lowly leg-breaker 
from a poor Philadelphia neigh- 
borhood that rises to the top 
because of his phenomenal 
heart, the movie has seen 
countless imitators, 
wannabes, and 
videogames in the last 
20 plus years. 


Relive all of the series’ greatest fights and 
sing that dumb song! “Gonna run now... “ 





Stallion, which, for the first time, goes 
beyond the meager main events that 





ring. You get to take on Tommy Gunn in 
the middle of the street. 














previous titles have sought, and 
instead lets the player face everyone 
from Spider Rico to Union Cane. Not 
only will this addition give a healthy 
boost to the game's story-driven 
action, it will also power Rocky’s 
excellent two-player mode with a 
hearty selection of fighters. 

Other cool features include the 
ability to use a Stallone from any 
~ | of the five movies, training 
i i sequences to make your bruisers 
) better, and hidden characters 
= that should make Mickey sup- 
™ porters very happy. Expect to 

»y “go for it” this November. 
STEPHEN FROST/JEREMY DUNHAM 


4 Who can forget the fight between Mr. T and the Rock-man? 
You can relive all the famous fights in this game anytime you want to. / 












A More tricks have been added, but they’re 
all still very easy to pull off. 


A Larger environments, greater character and quad detail and online support should make 
this the best ATV title yet. 
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“4 ATV OFFROAD FURY 2 


Plenty of new extras... oh, and that online mode... 

















S far as online gaming 

goes, it’s the smaller, 

ATV Offroad Fury 2 

doesn’t feel substantially 

different from the 
original ATV, but that was hardly a 
game that needed fixing. Instead, the 
sequel adds tracks, quads, and more 
customization options to give it life. 
The rider editor alone is amazingly 
deep, with everything from gloves to 
boots to helmets to goggles—oh, and 
the svelte new female rider model is 
very much appreciated. 

It’s still something to explore the 
environments Rainbow Studios’ 
terrain engine can generate. Several 
individual tracks—circuits, freestyle 
courses, and waypoint-based races— 
occupy single areas. They're carved 
up by boundaries into different race 
events, which masks the scope of 
the levels, but cruising around for a 
free ride reveals massive amounts 
of space. Finding the edge takes 
effort, although it’s still rewarded 
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by Rainbow Studio's traditional 
“physics experiment” 

This still might not be enough to 
sell the sequel to some, but since 
online play is a given in the final 
version of ATV 2, the multiplayer 
game should bring even more new life 
to an already solid ATV gameplay 
model. Look forward to that later in 


the fall. STEPHEN FROST/DAVID SMITH 





4 An improved particle engine allows for 
more realistic-looking dust and dirt. 


This sequel’s got more dirt, more courses, 
and who can forget that female rider? 
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Transform yourself into 12 powerful summons, 
" y P 


| from the Blood Juggernaut to the Blade of Sand 
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vy Rayman may have some new abilities, but none of > 
them will ever replace his jump or charming personality. 
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Every so often, you'll come 
across power-ups that imbue 
Rayman with new and spe- 
cialized abilities. They also 
give him different costumes. 
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special abilities you have by the color 
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The limbless one is back 
for more adventures 











ne of the more celebrated 
platform titles of the last 
couple years, Rayman has 
captured the hearts and 
imaginations of players 
since its first appearance on the 
PlayStation One all those revolutions 
ago. After multi-platform success and 
plenty of pre-launch advertising, 
Rayman 3: Hoodlum Havoc is now 
nearly upon us, and for fans that 
couldn’t get enough of the previous 
titles, this is just the ticket you've been 
waiting for. 
Similar in structure to the last 
installment, Rayman 2, Hoodlum 
Havoc takes everything we loved 





A It doesn’t get more surreal than snow- 
boarding on platforms of energy. Fall off 
and you're in a world of hurt. 


about that game, and has expanded 
upon it by leaps and bounds. With 
new powers and abilities (like the 
spiky metal armor and twin-bladed 
helicopter jetpack) and some of the 
best visuals this side of Sly Cooper, this 
incredibly huge platform/adventure is 
set to join this season's crowded 
market as one of the elite. 

Expert gamers who trudged 
through the last installment without 
too much of a challenge are in for a 


With huge worlds, fantastic graphics, and 
more advanced gameplay, who needs arms? 





4 In Rayman 2, many of the levels had 
similar aspects about them. In Rayman 3, 
the levels will all be quite different. 


surprise, however, as the new and 
refined tactical arcade battle system 
has not only added complexity and 
depth to Rayman’s attack, but also to 
the enemies themselves. Don’t expect 
your foes to stand there and let you 
pummel them. These guys will try 
whatever they can to take you out. 
Headed for stores around 
Thanksgiving, Rayman 3: Hoodlum 


Havoc is poised to pick up on the 
success that its prequel left off with. 
Possessing bigger worlds, better 
graphics, more advanced gameplay, 
and the same lovable personality 
that’s fueled the series since its 
inception, there isn’t much else that 
fans could ask for. JEREMY DUNHAM/ 
STEPHEN FROST 


¥ Little special effects, such as the reflections on the 
floor, really help to bring the world of Rayman to life. 
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A Just looking at these screenshots makes us want 
to run down to the nearest course for a few holes. 


TIGER WOODS PGA 
TOUR 2003 


EA is looking to sink that 
hole in one this year 


ince the release of the features, from being able to 
first Tiger Woods title randomly generate courses to 
way back when, being able to post your scores 
the series hasn’t online via the EA website. There 
had atruly . are also several fun mini- 
major leap forward... games where you and 
until now. This year’s some friends can have 
game truly looks to some fun while 
pack in an amazing Pati) still improving 
amount of depth, your skills. 
realism and extras, surpassing And, yes, Speed Golf is 
any golf game that has come back from last year, but it’s 
before it. been tweaked a consider- 
The first thing we have to able amount. This all adds 
mention is how good everything up to one major golfing 
looks. From the character models, experience and we can’t 
especially Tiger, to the detail in Wait to review it next 
the 12 different courses, this issue. STEPHEN FROST 
is a game that you defi- 
nitely wouldn’t kick out 
of bed. One just has to 
look at Pebble Beach 
and The Highlands to 
see that a lot of time and care was 
spent making sure that every 
blade of grass was perfect. 
That same level of attention This year’s installment makes a fantastic 
i leap forward in all departments! 
was also put into the extra 


¢ Here Tiger demonstrates 
that it is possible to scratch 
one’s back with a nine iron. 


; ¥ If you want, you can turn off the on- 
*) screen info and play like the real pros 
do... without the big bucks, though. 


A The character models, especially 
Tiger’s, are quite amazingly realistic. 





by Full Sail Graduate 
Brian Germain 


Real Teh Education 


Game Design and 
Development 
Computer Animation 
Digital Media 
aan 
Audio 
>» Show Production 


www.fullsail.com 


¢ Financial aid available to those who qualify. 
¢ Job placement assistance. 
¢ Accredited college, ACCSCT. 
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NHL eK3 


Sega's hoping to take the 
puck and run with it 








he hockey season is at 
hand and Sega is hitting 
the ice in a major way in 
order to score one on big 
ol’ Electronic Arts. With 
major improvements appearing in all 
of Sega’s sports titles, NHL 2K3 is 
definitely not looking to be an 
exception. The ESPN presentation 
is here in full swing, providing 
gamers with game highlights, 
replays and general info. That’s just 
the beginning, though. 
The Franchise Mode, which seems 
to be the main body of this game, has 
been greatly improved and allows for 


Wt, 


Electronic Arts better look out! Sega is right 
in the seam with this hockey title! 





far greater freedom in creating a team 
and taking them all the way to the 
top. You'll be able to play the role of 
the general manager, coach, scout 
and every other position you can 
possibly think of. Go ahead and create 
a true dynasty. 

Going along with those improve- 
ments comes an even more radical 
enhancement in the graphics and 
physics departments. Players sport a 
greater level of detail, thanks to 
higher polygon counts, and the 30+ 
stadiums look more polished and 
accurate, if that’s even possible. The 
puck moves around more realistically, 
so that you can play consistently in 
every aspect of the game, such as 
shots and passes. Lace up your 
skates, because Sega is just about to 
slap the puck your way. STEPHEN FROST 








A The players sport higher quality textures. 
You can even see holes in their jerseys and 
the reflections off their helmets. 


= ae 
A With customizable lines that can be adjusted 
to your way of playing, you have full control 
over your team. 





tec ar roe notes [2 


Your teammates now work better together, so you 
don’t have to worry about your goalie being left alone. 








acs 


4 A friend can even bring his Sim over and 
have them live in your house. 


ry Wile 








ees BS ae 

A At the start, you’ll have the ability to 
create your very own Sim. Adjust everything 
from the hair style to the type of makeup. 








PUB EA | DEV MAXIS | REL DATE JANUARY | TYPE SIM | MAX PLAYERS ONE | ESRB RATING TEEN 


THE SIMS 


Relive your life... or 
someone else’s 


















These challenges should hopefully 
draw an even larger group of gamers, 
especially when they find out that 
there's multiplayer support, too. You 
and a friend can play with or against 
each other. Are you up for it? We 
know we are. STEPHEN FROST 





ith the phenomenal 
success of The Sims 
on the PC, it’s about 
time that the series 
made its appearance 
in the console world. Apparently, 
Electronic Arts agrees with that, 
because it’s bringing an all new Sims 
adventure to the PS2 this January. 

The first major change would have 
to be with the graphics. On the PS2, 
the world of The Sims has jumped 
into full 3D and showcases countless 
polygonal objects. Everything from 
the furniture to the buildings can be 
rotated and interacted with. 

The game is split up into two 
modes, one of which is the full 
version of the PC title. The other 
mode has been designed for console 
gamers. The main goal of this mode is 
to move out of your mom’s house and 


By adding objectives, the console version of 
The Sims should gain even more fans. 








earn enough money to move into the 
mansion on the other side of town. 





A By completing certain objectives, like getting a job or befriending specific people, you can 
move into better houses. Wow, it’s just like real life! 
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A Since everything is polygonal, it’s easy to 
rotate the houses and strip away the walls. 


"| WAS A 99 LB. BARBARIAN® 


- Gothar of Ta 









BEFORE ee Le las. UPGRADE” ee 










"The 4-player mode is wicked. Now if! 
POS eae en SEN er 

killed | would show you BARBARIAN's 8 
character on-screen mayhem." 


“! used to get molten lava kicked in my face. 
| was a little girly man, better suited to playing 
with sissy baby dolls than with battle axes. But 
then | mastered the UPGRADE FEATURE in 
BARBARIAN. Now nobody messes with me... 


NOBODY!!!” 





“Here | am getting Medieval on Keela. My 
PETC oe SSE Var RCA Lie: B DLE 
COA yO eee Te MC MC RMCN TN CLL 


BARBARIAN is a revolutionary new game engineered 
re ORS UTA URS CTRL cee 


to increase — and maintain — character power and 
ferociousness, fast! In recent head to head field tests, 
even mildly upgraded barbarians crushed their friends 
and foes without mercy. The MASSIVE 1-PLAYER 
QUEST mode — with 10 characters to choose from and 
literally hundreds of adventures to play — is the perfect 
training ground for customizing your barbarian, 
increasing strength and magic, and winning friends 
and influencing people with pure brute force. But 
wait! There’s more: BARBARIAN also features an 





SILVER MEDAL 


insane MULTIPLAYER MODE for up to 8 playable ee F 
characters on screen at once, plus totally interactive eee ld 
environments, and best of all an exclusive ass-kicking 

“save-your-customized-barbarian-and-take-him- > o. 6.0.4 | 
anywhere-with-you” formula! — Maxim 





DON’T SETTLE FOR LESSER GAMES. 
DEMAND BARBARIAN TODAY. Re Ry 


Mr. Saggy Breasts. 


Derek se 


3 cA, 
+t Suggestive Themes > & ae 
Viol 
PQIene™ > <—\|a> @ Pee eae) es 4 Bh <—— 
ESRB ES SETS Pet 4 
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Build your own 
fighter and see 
how goad it is 





















he first Fighter Maker, 

which was released on the 

PSone, was definitely a 

unique product because it 

allowed you to make your 
own fighting game. You could com- 
pletely design your own characters 
and determine how they fought. 

With the sequel, though, the devel- 
Opers felt that they had to do more 
than just improve the graphics and 
add in more moves. They had to make 
the experience of creating a fighter 
even easier to get into. So, in order to 
achieve that, 600 pre-designed moves 
were added, as well as a special 
system that fills in the blanks between 


Now we can design our fighters more easily 
and quickly. Kudos to that. 


the first and last movements of a 
designed attack. No longer will you 
have to go in and manually fill in the 
frames, which is a major time saver. 
Lastly, a Test Mode has been included 
which allows you to test out your 
characters in an actual match. Those 
of you with the original Fighter Maker 
will also be happy to know that you 


can download all the moves from that 
game into this PS2 sequel. 
STEPHEN FROST 










A One can come up with some interesting 
character designs if they want to. 





A You can adjust every aspect of an attack 
from its range and speed to the amount of 
damage it will cause. 









ii de , 
A There are several pre-made characters included, 
SO you can just fight right away if you want to. 








A For a mere reporter, he’s got some major 
courage. Not many people would do this. 





4 Along the way, you'll have to rescue other survivors and sometimes bring 








ro aT 


PUB AGETEC | DEV IREM| REL DATE WINTER | TYPE ACTION/ADVENTURE | MAX PLAYERS ONE | ESRB RATING PENDING 


DISASTER REPORT 


IREM Gelivers its take on 
[he survival game 





A The analog controller comes in handy, 
especially for those tricky situations. 





7 ae sleeper hit in Japan, 
of Zettai Zetsumei Toshi 
' went on to earn high 
ratings and achieve 
pretty good sales 
numbers. The game is certainly 
unique, so it was nice to hear that 
Agetec decided to bring the title over 
to the U.S., but under the title 
Disaster Report. 

For all intents and purposes, the 
game is a twist on the survival-type of 
experience that Capcom has MAPS a 
managed to master. However, instead SEES 
of zombies and undead dogs, the {a : 
player is up against good ol’ Mother 
Nature. Set on the man-made island 
of Capital City, Disaster Report casts 
you in the role of a young reporter 
who just happens to be caught in the 
aftermath of a massive earthquake. ; 
Armed with only your wits and given ——— nee 
no obvious tools or weapons, you'll A Your only real tool is the compass. That’s 


the only way to keep track of where you are 
have to make your way through the and where you need to go. 


city, solving puzzles and discovering 
necessary resources. And, depending 
on what items you've managed to 
collect, you'll earn one of seven 
different endings. We can’t wait to 
find out more. STEPHEN FROST 





This is a rather unique twist on the survival 
game. We're all about it. 








a 








them along on your journey to survival. Here’s your chance to be a hero! 
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SHALE Human, KW 
HALF-UAMPIRE, 


AND ONLY 
HALF-DONE 
WILLING. 


KEEP THE FORCES OF EVIL AT BAY WITH 
YOUR 360-DEGREE COMBAT SYSTEM AND 
UNSTOPPABLE RAGE POWERS. 






PlayStation®2 computer entertainment system and Xbox” video game system screens 


DELIVER LAST RITES TO YOUR 
VILE VAMPIRE VICTIMS WITH GRUESOME, 
OVER-THE-TOP FINISHING MOVES. 


USE MARTIAL ARTS, GUNS AND THE SWORD 
OF THE DAYWALKER IN A DANCE OF 
DEATH WITH YOUR INHUMAN ENEMIES, 





THE HUNT BEGINS AGAIN... 
> rN 
SLADE) 
AVAILABLE ON VHS AND 2-DISC 
Ss PLATINUM SERIES” DVD EVERYWHERE! 























www.blade2.com 
Blood and Gore | : ae 
Strong Language “y> PlayStatien.c 
3 NEW LINE 
Violence 'e HOME ENTERTAINMENT 
ar ACTIVISION. 
Marvel, Blade and the distinctive likeness(es) thereof are trademark(s) of Marvel Characters, Inc., and are used with permission. Copyright © 2002 Marvel Characters, Inc. All rights reserved ¥fww,marvel.com. Blade 2 motion picture artwork and other motion picture material activision.com 


© 2002 New Line Productions, Inc. All rights reserved, Game code © 2002 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activision is a registered trademati@ef.Activision, Inc. and its affiliates. All rights reserved. Licensed for play on 
the PlayStation*2 computer entertainment systems with the NTSC U/C designation only. “PlayStation” and the “PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, XBbxeand the Xbox logos are either registered trademarks or trademarks 
uasiiabe” Of Microsoft Corporation in the U.S. and/or other countries ahd are used under license from Microsoft. The ratings icon is a trademark of the Interactive Digital Software Association. Ail other trademarks and tratie.names are the properties of their respective owners. 
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Mild Violence 








INTERACTIVE 
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There goes the neighborhood. 
Spyro: Enter The Dragonfly. 
With all new breath weapons: 
fire, ice, electricity and bubbles, 
someone better slap a warning 


label on that dragon. 





www.spyrothedragon.com 






GET THE MOST OUT OF YOUR GAMES >» DECEMBER 2002 





{EB BloodRayne 
[EJ Defender 
a Cammandos 2 























a Madden NFL 2003 
[EEJ Robotech: Battlecry 


[EB Sega Bass Fishing 
[ED) Shinobi 
[ES Sly Cooper 


[ED) Tribes Aerial Assault 


[EJ The Terminator 


CODES 


131 Blade Il 
131 Turok: Evolution 
132 Scorpion King 







Fear From The Future! 


A 2 blinking. After the platforms have fallen, by standin 
The Terminator, p. 131 Who’s The Boss? a : fh be 


he will jump onto your platform. Again, behind those 


= avoid his pounces and hit him when he giant crystals and 
77 =| he bosses in Sly aren't that deflates. He'll jump back onto the center make your way 
difficult, but they can be a bit platform and all of the other platforms around the room, 
Baga tricky. To help you out, we've will rise back up. Get ready, though, hitting each of 
F Rh revealed the best strategies to because he's going to come back after the mirrors. The sunlight will mess up 
eS ers — : 4 7 take them down. Don't read through you again. Only this time, each of the Muggshot's guns and he'll retreat to 
ence en ete them unless you really have to, though. platforms will fall out shortly after lands another level. After you follow him up, get 
a ; Part of the game's fun is discovering what | on them. Do your best to stay close to ready for the same thing, but with a little 
the weaknesses of the various bosses are him and hit him, once again, when he more challenge. 
@ ' } and then exploiting them. Let your con- deflates. This time, the level is a bit tighter and 
mms science be your guide. After he returns to the center you can't easily run around it. Just be sure 
The Real Bloody Maru! platform, all but one of the platforms will | to keep a crystal between you and 
BloodRayne, p. 132 ET, fall away. Hopefully, you'll be on that one | Muggshot and you'll be fine. There's no 
Bossi#1: Sir Ralls the Frog platform. Don't relax, though, because time limit, so just be patient and be sure 
ws _ Avoid the our frog friend is going to try one more not to miss any of the mirrors. Once you 
t frog's attack. He'll land right next to you and hit them all, Muggshot will flee again and 
4 j i ‘ pounces, swing his tongue around. Jump over it six head to a third and final level. This is the 
d i A rt j 5 but don't or seven times and hit him when he hardest level, though, because it requires 
: Fs distance stops. He'll bug you no more. that you jump from pole to pole while 


RE ae Py = yourself too avoiding gunfire. 
. far away SUNSET SNAK ES Right off the start, jump forward and 
from him. Boss#2: Muggshot use your spire-jumping ability to stand 
Once he "deflates’, hit him with a good He may look like a big guy, but Muggshot right behind the first mirror. Hit it and 
swing. He'll jump back onto the center isn't really that much of a challenge. The jump back and then once to the right. 
platform and all of the platforms with basic premise here is to knock all the Wait for Muggshot to shake (he does this 
blinking red lights will fall away. Be sure mirrors around so that they reflect the before shooting at you) and then immedi- 





that you're on the platform that isn't sunlight into the room. Avoid his gunshots | ately jump behind the next mirror. Hit 
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<< THIS BOSS CHALLENGE WORKS 


A LOT LIKE SIMON SAYS >> 





that one and repeat until all the 
mirrors are turned. Muggshot will see 
the light. 


Boss#3: 
Mz. Ruby 

B Avoid Ruby's 
first attack 
and attempt 
to hit her. 
She'll 
teleport 
away and then try to defeat you with 
her mojo magic. This boss challenge 
works a lot like "Simon Says". Just 
follow what she does and you won't 
get hit. To make things easier, though, 
we've listed all her attack patterns 
below. 





First Approach: 


©@O 
@@®@ 
QOO 
@O® 
O©O 
©6O0 
Q6O 
2) 
© 
© 
@ 


When you land on the ground next to 
her, avoid her attack (which is to the 
beat) and hit her once. She'll then 
teleport away. 


Second Approach: 
@O® 

©O@® 
OQO®©OOO® 
©OGOOO® 
©O® 

@©®@ 

©@O 

@®@ 

@O® 

©® 

©@O 

®® 


Again, land on the ground next to her, 
but avoid her attack (which is to the 
beat) and hit her once. She'll teleport 
away once more. 


Third Approach: 
®O®@ 

©©O 
@®O@QOG@O® 
OOQO@OO® 
@@O 

©@® 

@@O 


| 
| 
| 
| 
| 





Q©O 
@@®@ 
@@®@ 
@@®6 
©@® 


Wait until she does her attack and 
then jump at her with one last attack. 
The music's over for Mz. Ruby. 


Boss#4: The Panda King 

Run toward this boss at an angle, 
using the various statues and vases as 
cover. Hit him a couple of times, then 
jump to avoid his spinning flame 
attack. Repeat. He'll always say the 
name of the attack before he does it, 


Beating The Clock 


Generally, after you complete a level 
that contains a safe, you can go back 
into it and attempt the time challenge. 
Basically, you have to make it through 
the level before the timer runs down. If 
you do, then you're awarded with a 
"Director's Commentary’ for that partic- 
ular level. To get you going, here are 
some tips for the trials in the “Tide of 
Terror" chapter. After that, you should 
have a general understanding on what 
things you can do to quicken your pace. 
Just remember that some of the levels 
have major shortcuts and that you 
should use your roll whenever you can. 





A Stealthy Approach 

Jump from the low tree up to the cable 
on the right. Hop off when you reach 
the top and ball down to the ground. 
Just be sure to avoid the star-throwing 
enemy near by. After that, just make a 
straight run for the end and don't worry 
about killing any of the other enemies. 


Into the Machine 

Straight dash through the level, 
avoiding every enemy you do not have 
direct contact with. Avoid the 
flamethrowers by jumping to the left 
of the first one, left of the second, 

and right of the third. You should make 
it to the end with plenty of seconds 

to spare. 


High Class Heist 

Ball down the slight slope to the door, 
straight dash through the lasers, ball 
mode down the ramp to the left of the 
searching laser, then double jump over 
the laser fence. Ball mode down to 
the lily pads, rolling between the two 
bellyflop guards. Rapid jump around 
the inside of the lily pads with one 


| 
| 








so you always have advance warning. 
He'll eventually knock you away with 
his stomach, and you'll have to make 
your way towards him again. 

This time, he'll use an additional 
attack against you. Double-jump away 
from it and then hit him a few times. 
Repeat. He'll eventually knock you 
away from him again. 

The third time he attacks you is 
pretty similar to the second time, only 
he throws in a chop attack for good 
measure. As always, jump out of its 
way and hit him a few times. Keep 
doing that until he knocks you away. 

For the fourth wave of attacks, 
you should have the rhythm going. It's 





jump in the middle to an outside pad, 
only to jump back in again. Dash 
between the two roving lights, then 
double jump around the first sneak 
light, dash between the two roving 
lights again with another double jump 
around the second fixed sneak around 
light. Then go straight to the warp. 


Fire Down 
Below 
Bypassing 
the first 
drivewheel 
and using 
the steam 
whistle as a 
jump point 
to the 
gears above makes this level very 
simple. Using this shortcut should allow 
you save a good 20 seconds or so. 
Straight dash through the course, killing 
only the enemies that are immediately 
blocking your progress. 


A. If you can complete Fire 
DTM Te RVU Lied ed 
to spare or better, you’re 
halfway to winning one of this 
month's PSM challenges! 


A Cunning Disguise 
Mad dash to the barrel and jump in. 
Run to the first guard, let his flame 
knock you out of the barrel and whack 
him while you are in the air. Jump back 
into the barrel and run off the elevator. 
Run to the second guard and approach 
the limit of his sight. Once he turns, run 
straight at him in the barrel. When he 
turns and shoots you in the barrel, you 
will pop out in range to whack him. 
Immediately jump back into the barrel. 

Run to where the second guard is, 
behind the bookshelf and tables, walk 
in and out of his attack radius. When he 
turns around to look, run straight at 
him in the barrel and take him out. 
Quickly run to the elevator. 

Dash to the first bridge and stay to 
the right edge of it, bypassing the 
parallel searching light, and timing the 


not until the fifth and final wave of 
attacks that he really mixes things up. 
Just get into the habit of jumping to 
the side whenever he says something, 
and you'll be fine. Throw in a few 
more good hits and this bosses' 
fireworks will fizzle out. 


OO 


Boss#5: Clockwork 

This is the fifth and final boss, so we 
aren't going to spoil it for you. Just 
follow Bentley's words of advice and 
you'll do great. Be patient and don't 
rush. There's no time limit for this 
boss fight until you reach his final 
form. Then, speed is your best friend. 


second perpendicular light so that it's 
on its away swing when you cross. 
Then, run near the book stacks and 
jump out to whack them while the 
guard isn't looking. Jump back in your 
barrel and approach him immediately 
when he turns away. He will turn and 
see you, allowing you to get a hit in. 
Pop back in your barrel and run 
straight across the chandeliers. The 
second set of searching lights are quite 
easy to get through, so you shouldn't 
have any problems going through them 
to the warp. 

Note: You can also ninja up from the 
bottom level to the hanging chandelier. 
To beat this level, you will need horse- 
shoes, but you can cheat and beat it 
quite easily using this shortcut. 


Gunboat Graveyard 

The only real trick here is to time the 
lights in the buoys so you can do an 
almost stopless run through the entire 
section. Do not drop down from the 
rigging to the crows nest. Instead, jump 
from the rigging to the next rope. Once 
across the plane section, jump out to 
the sneak area and over to where it 
ends. (Sneaking is too slow, so avoid it 
at all costs.) 

Now, run across the next section 
and avoid the throwing stars as much 
you can without jumping. Jumping only 
slows you down. Jump down and kill 
the squid guard below and then race 
forward. Do not kill the squid guard on 
the sub, as it only takes away from your 
time. Instead, angle jump from the sub 
to the side fin that leads to the buoys. 
Then, race down straight to the starfish 
thrower, jumping from buoy to buoy as 
you avoid the stars. Kill him and then 
blow past the bellyflopper. Climb the 
rope, land on the next pad and jump 
up to the exit. : 
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So get tough or you'll be eating ice. 
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TAKE THE 


PSM 
_ CHALLENGE! 


RULES You can’t send an entry for 


each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on December Ist. If there are multiple 
winners, the final winner will be 
decided by the best paragraph that 
explains why you're the winner. Send a 
picture or a videotape (non-return- 
able) and a short paragraph explaining 
why you're the winner. Sorry, no e- 
mail entries! Due to legal constraints, 
this contest is open only to readers 
living in the United States, age 18 
years or older, 


SEND YOUR ENTRIES TO: 
PSM December Challenge # 
(the challenge you're entering) 
c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. 


el 


Challenge #1: 
Ratchet & Clank 
When the HelpDesk Girl talks 


to you in person, photograph 
or videotape this screen, then 
obtain all ten golden weapons 
and photograph or videotape 
LUeM USI NO NU ET =am Ua TSUE Ee Cy 
available. f 


Challenge #2: Sly Cooper 
Complete Fire Down Below 


with at least 20 seconds 
remaining, and the Back Alley 
Heist with at least seven 
seconds remaining. 
Photograph or videotape the 
Xele=l=) nae) Tea OU am Cnt om 


Challenge #3: Shinobi 
Unlock both secret modes, 
and photograph or videotape 
the selection screen showing 
them as available modes. 


THIS MONTH'S 


PRIZE PACKAGE 
Tony Hawk's Pro Skater 4 
Star Wars Bounty Hunter 
The Lord of the Rings: 
The Two Towers 

Rygar: The Legendary 
Adventure 


Chee 


eT Sse) 
WipEout Fusion 

Tom McKittrick of Lowell, MA 
PETC 

Teddy Szeto of S.F, CA 

Arc the Lad Trilogy 

Tony Carson of Holly Springs, 
NC 








TRIBES AERIAL ASSAULT 


Laser Rifle 





KNOW YOUR ORDINANCE WITH THIS BRIEFING FROM 


PRODUCER CHRIS MAHNKEN 


Blaster 


Good at everything, but great at nothing. It’s handy for taking 
down enemy equipment and medium-range sniping. Not recom- 
mended for firefights, since it saps energy (and thus mobility). 


Plasma Rifle 


The ultimate indoor weapon. Small splash damage keeps you 


from hurting yourself. 


Chain Gun 

Easily chews through heavy armor. It’s 
really great at close range, when your 
enemy is in the air, and when chasing an 
enemy flag carrier. 


Spinfusor 

The most commonly used weapon in the 
game. Its high level of splash damage 
means that you only have to get close 
with this one, although direct hits are 

a bonus. 


Grenade Launcher 


Indoors, you can bank the grenades around corners. Outdoors, 
they'll blow enemies away from defensive positions when you 
want to clear a path into a doorway or to the enemy flag. 


toughest of enemies. 


Fusion Mortar 


you enter. 


Missile Launcher 


SeEeEe 


eA 


> you and your stuff. 






Ss mae 


Paty ea Pea off 
big time in Tribes: Aerial Assault. 


A very deadly sniper weapon, but also hard to aim. Use it when 
you can predict the enemy’s movements, such as when they 
are defending their flag, or on defense when they are coming 
after your flag. A headshot will kill all but the healthiest, 


This is mobile artillery available only to the heavy armor. Use it 
to take out enemy fixed guns, and to clean out rooms before 


i can also be effective against infantry 


§ designed to attract heat-seeking 


Skiing 

Play training mission 4 and learn to “ski’—it’s the 
fastest, least energy-expensive way to travel. For 

instance, while it may seem faster to fly from hilltop to hilltop, 

it’s actually quicker to ski down the hill and let your momentum 

carry you up the other side with just a little help from your jets. 

This will help save your energy for fighting. 


Designed to take out enemy vehicles, it 


who have let their jets get too hot. Also 
quite useful against fixed enemy assets. 


Flare Grenade 
They do no damage in and of 
themselves, but they’re specially 


missiles, thus keeping them away from 











SHINOBI 


BECOME A MASTER NINJA 


Be a shuriken-bursting wall crawler 


Shuriken are invaluable for their ability to 
stun large packs of enemies. You can 
either double-jump and hit @ to do a 
Shuriken Burst (it takes eight shuriken) or 
simply cling to a wall and chuck them at 
enemies from there. Follow up with a 
“Tate” (pronounced “tah-tay”) sequence, 
and head home. 


PTE COME ty 





MADDEN NFL 2003 








Use these excellent tips to keep your team well 
stocked with strong personnel. 





A Antonio Freeman isn’t going to play forever. 


Some enemies guard head-on attacks. 
Dash around behind them or hold back + 
attack while locked on. This kick will 
break through their guard. 


I believe I can fly 


When taking on multiple airborne 
enemies, you can perform a “Tate” (or 
multi-enemy combo attack) without 
touching the ground! Simply jump up and 
slash one enemy, then quickly execute a 
dash-attack to the second enemy, and 

so on. 


SA SORE eRe 


Tate is devastating against bosses. Slice 





Trade your way to victory with 
this reader-submitted draft- 
pick loophole 


If you have a winning record, here’s a 
great way to keep it rolling. Before the 
trade deadline, try trading draft pick for 
draft pick with a team losing a lot of 
their games. 

For example, if you’re 6-0 and 
another team is 0-6, it’s entirely likely 
you can make an even trade for their 1st, 
3rd, and 5th round picks, which are 
virtually guaranteed to be higher than 
yours because of their poor performance. 
This will essentially move you up in the 
draft for free! Of course, if you finish the 


and dice a group of sub-enemies, then 
make a bee-line for the boss—nail ‘em in 
time, and you'll take off a lot of damage. 


v Looks rough, eh? Not really. If you hit the 

lesser enemies that appear with a Tate, then 

strike the copter, it’ll be over in no time. 
es roa aN eat 





regular season 6-10 and they finish 10-6, 
this will hurt you rather than help you, so 
be sure to keep playing hard. 

You can also use a similar, though 
slightly less greedy trading strategy to 
move up quickly. Try trading one of your 
dead-weight players, along with your 4th 
and nearly useless 7th round picks to a 
losing team for their 4th round pick 
(which is almost certain to be much 
higher than yours). 

Again, this only works if you're 
winning, so play hard, and use these tips 
to keep your team well stocked with 
great players. 
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DEFENDER 









Cet mere : 


drop a repair unit behind them. 


Se aaa 
Each of the six player ships has its own level of strength, 
agility, speed, armor, and upgradeable weapons. Choosing 
the right ships and upgrades is very important to mission 
success. Our all-around favorite is the fourth ship, Defiance, 


equipped with the Laser Lance. 


A CAL Be Cu 


To defeat Manti ground forces (Widows), concentrate your 
tanks and missile launchers near a bottleneck where only 
one Widow can squeeze through at a time. Against air 
assaults, assemble your units near the enemy's targets 
(which will be outlined for you going into the mission). 
Whenever possible, place your units in a semi-circle and 


A Landers approach in waves, and 
ees ANC ROU ld 
The giant, land-walking Widow is the Manti’s most troubl- 
some unit. However, your tanks and missile launchers have 


a slightly longer range, and the Widow can only target one 


unit at a time. Finally, if you are touching a Widow from the 
side or from above, no other Widow will fire upon you. 





A Keep moving and Arnie’s brother 
Ma Ocul NL 


THE TERMINATOR: 
DAWN OF FATE 





Sweep the floor with ‘em 

Believe it or not, the key to the entire 
game is the sweep kick. Master it 
early, but be careful of following up 
with a downstab—it’s useful, but its 
animation takes forever and you're 
vulnerable while it happens. 


The gifts of gab 
Always talk to everyone you 
see. These guys give 
away more stuff than 
Santa Claus. 


Tanks for nothing 
Near the end of mission 
three, you'll encounter a tank. Weave 
from one side to the other, and know 
that the guy with the C4 is hiding in 
the room behind the countertop. 


Load ‘em up 

To destroy SkyNet’s platinum loader 
(which, somehow, requires about 
eight times the C4 that the tank did), 
plant C4 on it whenever it goes to 
grab a block of platinum. Detonate, 
dodge the inevitable blast, and repeat 
as needed. 


Swat the spiders 

An H/K Spider Tank’s gun turret 
rotates very slowly—keep moving 
from side to side, and if you can get 
behind it and circle strafe, do so. Don’t 










get right up near it 


Terminate the 
* Terminator 
The Infiltrator has lousy 


aim. Dive roll from one side to the 
other every time he finishes a burst. 
He'll target you mid-roll and miss, and 
you can paste him with the PLM40. 
For round two, keep your distance 
and pound him with your grenade 
launcher. Keep moving from room to 
room collecting health and armor, and 
you'll be fine. Oh, and never assume 
he's dead. 


A You can Peet es a chunk of C4 on 
SkyNet’s platinum loader whenever it turns 
POPs eae 









though, or it’ll kick you. 






BLADE Il 

Main menu cheats 

The following cheats are entered at 
the Blade I/ logo menu screen. Hold 
and press the sequence of 
buttons. A message will appear telling 


you the cheat has been activated or 
deactivated. 





Unlock All Missions 


Vt~e<cOrV® 


Unlock All Weapons 
@O©Ol< O08 


Unlock Daywalker difficulty 
<OtTlV@O® 


TUROK EVOLUTION 
Stone Age cheats 

Infinite Ammo MADMAN 
Invisible SLLEWGH 
All Weapons TEXAS 
Unlock All Levels 


SELLOUT 
Invincible EMERPUS 
In-game cheats 


To turn these cheats on/off, pause the 
game (by pressing Start). Then Hold 
and press the sequence of 
buttons. A message will appear telling 
you the cheat has been activated or 
deactivated. 


Infinite Health 

®OQ®OOOGO 
Infinite Rage 

eVEeVotot 
‘Friendlies’ Invulnerable 
(Whistler & Doc) 

OOO®HOOG® 
Infinite Ammo —<©3SO@t@VQ 
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BLOODRAYNE 





DRAIN EVERY DROP FROM THE 
GAME WITH THESE DEVELOPER- 
SUBMITTED HINTS 


LT rere tts 


If BloodRayne is hungry, her #1 
priority should be feeding, even if it 
takes her away from her objective. 
And the target doesn’t have to be 
human—you can also munch on 
mutants, and even the undead. Just 
don’t feed on a vampire unless it is 
alone. Vampires (obviously) suck 
blood just as you do, only faster, so it’s 
all too likely that the one you aren't 
feeding upon will immediately start 
draining you. 


Don’t be a pig 

On the other hand, 
if you have full 
health and a 
soldier is running 
away, you might want 
to let him go. You never 
know when you might need a light 
snack later. 




















A Remember that BloodRayne is fast 
enough to retreat effectively. 


If BloodRayne gets ambushed and 
surrounded, she’s in trouble. Use Aura 
Vision and Extruded views to scout 
the enemy, and try to engage groups 
in narrow locations, like 
hallways and doors. If you 
do get into trouble, use 
_ Dilated Perception to 
dodge bullets, and 
remember that your speed can 
get you out of there in a hurry. 


LU OEE Ets 


Keep an eye on enemy trucks. 


Sometimes, they have big, mounted 
guns that you can actually remove 
and take with you. 


Slice and dice 


Practice aiming the whirling, bladed, 
spin kick that BloodRayne does if you 
double-tap the jump button. If it hits 
properly, it’s usually a one-hit kill. 












SEGA BASS 
FISHING DUEL 





DEVELOPER TIPS ON HOW TO 
LAND THE LUNKERS 


Pretty food tastes better 

Lure color should typically be the 
opposite of the current weather con- 
ditions. Thus, you want to use a darkly 
colored lure on a sunny day, and a 
bright lure for a cloudy day. 


Hotter means deeper 


Fish will start off in the shallows in the 
cool morning, and gradually move to 
deeper waters as the day progresses 
and the water warms up. Regardless 
of depth, they will always hang 
around structures like docks, boats, or 
rocks and trees in the water—not in 
open water. 


Different things are not the same 
Just as an F1 car drives differently 
than a NASCAR speedster, different 
lures need to be retrieved in different 
ways. Topwater baits should be reeled 
at a steady speed, and a lipless crank 


GAME SHARK CODES 


ONIMUSHA 2 
MustBe On OE3C7DF21853E59E 
EE8A60D6BCCOA096 
Full Weapon Charge (OHGI) 
DI611I08EBCA99B82 
GAME STATS: 
Low Game Time 
DI7A4FFABCA9A053 
Max Defeated (C1611532BCA9C292 
Max Critical CIGO0F39ABCA9C292 
Max Total Souls D161165ABC413102 
Always Ist Save 
DI7A4E76BCA99B83 
HAVE ARMOR: 
Hat & Sunglasses 
D161FAF2BCA99B84 


Yagyu Armor Lv2 
D161F982BCA99B84 
Yagyu Armor Lv3 
D161F98ABCA99B84 
Yagyu Foot Armor Lv2 
D161F99ABCA99B84 
Yagyu Foot Armor Lv3 
D161F9A2BCA99B84 
Yagyu Arm Armor Lv2 
D161F9B2BCA99B84 
Yagyu Arm Armor Lv3 
D161 F9BABCAS9B84 
Red Necklace D161FF8ABCA99B84 
Blue Necklace D161FF92BCA99B84 
Yellow Necklace 
D161 FFOABCA99B84 
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or craw works best if you reel it in 
using a stop-and-go style, bumping 
into anything you can. 


667 





A The right lure can make the difference 
between simply searching for bass and 
truly kicking some bass ass. 


Green Necklace 

YS Wd sien Nels} zfs) 
White Necklace 

D161FFAABCA99B84 
Black Necklace 

D161FFB2BCA99B84 
Purple Necklace 

D161FFBABCA99B84 
Orange Necklace 

D161 FF42BCA99B84 
HAVE FILE BOOKS: 
Play Instructions 

DI60FE1 ABCA99B84 
Gift Exchange DIGOFE22BCA99B84 
Demon Wall Scroll 

DI60FE2ABCA99B84 
Fortinbras Book 

DIGOFE32BCA99B84 
Jujudormah’s Diary 

DI60FE3ABCA99B84 


eae 8 1-]5 ott] tana assured fate] 
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SCORPION KING 

The Rock knows codes 

All cheats must be entered from the 
Pause menu. 


Max Health/Weapons 
tlL<32<€<73O0@0 


Get Minotaur Club (Must already have 
two-handed class enabled): 
Ve 39¢3905 


Get Meat Club (Must already have 
one-handed class enabled): 
Mervxe tee 


Enable All Bonuses 
tV<>< 20m 


All of the cheats can be toggled on 
and off except for the “Max 
Health/Weapons’ 


NASCAR THUNDER 2003 
Burning rubber codes 

Unlock extra, non-licensed drivers: 
Go to create-a-car, and enter the 
following names: 


Extra 
Drivers 


First name 
Last Name 


KELLY SLATER’S 

PRO SURFER 

Ride the wild codes 

Freak Boy! 3105556217” 

Unlock all boards 
"6195554141” 

Unlock all surfers 
“9495556799” 


MAT HOFFMAN’S PRO 
BMX 2 


Unlock Day Smith 

OTTO 
Day will be hanging out in the OKC 
level. Find him and he will become >» 


Oni’s Sacred Place 
DI60FEC2BCA99B84 
Oni’s Super Weapon 
DI60FECABCAS9B84 
Lift Instructions 
DI60FED2BCA99B84 
Gogandantess Shield 
DI60FEDABCA99B84 
Five Oni Orbs DIG0FDFABCA99B84 
Demons’ History 
DI60FD82BCA99B84 
Hunting Schedule 
DI60FD8ABCA99B84 
Human as Food 
DI60FD92BCA99B84 
Golden Evil Statue 
DI60FD9ABCA99B84 
Tokichiro’s Diary 
DI60FDA2BCA99B84 
Guildenstern Letter 
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GEE PlayStation.2 


HUNT OR BE HUNTED 

Ses Ma tae els Ms = 8 PM esl nk 
Blood and Gore Po Trem a) ceM st Pa nM elcome g od 
B and the Interplay logo are trademarks of Interplay Entertainment Corp. All Rights 
Violence Reserved. Licensed for play on the PlayStation°2 computer entertainment 
Pee eM) eR 1e eee oie Re Le ee 
Strong Language [fetete Reece see rte ee eg ne eed 
Fete MEI els tra ieee LL seal ee 

trademarks and trade names are the property of their respective owners. 
















Your pulse Anne ia eeene (ene 
raeYuge] (=e ele eT ala 
dead or dying around you. All 
you know for sure about the 
alien Uta (efeen aah (ee 
Prrant Cra ees a eae 


Fmt aaa 
; ee 


[Upwey] 










Struggle to outthink. outrun and 
outgun intelligent foes who learn 
from your behavior and adapt to it. 





Get the feeling of living a movie— 
from the edge-of-your-seat tension 
to the voice talent of top actors. 









af io 


ioe eee Je ff SIRENS FLASHING BEHIND YOU. HANDS °GLENGHING THE WHEEL AS YOU MANEUVER THROUGH THE 
MOST REALISTIC TRAFFIC SCENARIOS EVER DEVELOPED. EYES WATERING AS YOU WITNESS THE MOST REALISTIC AND 
HORRIFIG GRASHES EVER SEEN IN A GAME. MUSCLES TENSING AS YOU TRY TO MAINTAIN CONTROL THROUGH, 30 OPEN 
ROAD STAGES. YOU’VE PICKED YOUR CAR FROM AN AUTOMOTIVE ARSENAL OF 14 ALL-NEW VEHICLES. HOPEFULLY, CAR AND 
DRIVER WILL SURVIVE THE POINT OF IMPACT. OR THE LAST THING TO GO THROUGH YOUR MIND WILL BE YOUR ASS. 


ANS 


Copyright 1998 - 2002 Criterion Software Limited. Bumout is a registered trademark of Criterion Software. 
Mild Violence Developed by Criterion Games. www.criteriongames.com. Acclaim ® & © 2002 Acclaim Entertainment, Inc. All Rights 
Reserved. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. 
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COMMANDOS 2 





RULE THE FRONTLINES WITH 
THESE HINTS FROM THE DEV TEAM 


Jump, jive, and whip ass 

Use your commandos to set up 
ambushes by having them cover 
chokepoints such as doorways and 
alleys, then lure enemies into 
these traps. 


Fresh air can kill you 
Remember that you can throw 
grenades and firebombs through 
windows. Good deal! 






4 Your thief can steal supplies like 
CCS OTe ue R ey ei} 
handy once in a while. 


Put some skeletons in the closet 


Although you get more points by 
disabling enemy troops without 


killing them, remember that other 


enemies will untie them if they find 
them. Hide your prisoners carefully. 


Use your mad skillz 
The key to the game is utilizing each 
commando’s special abilities: the 
Green Beret can bury himself and 
hide, which is great for sneak attacks. 
Your Spy can go places your regular 
commandos can’t. Your Sniper 
(Duke) has few bullets, but his 
accuracy is awesome and he can 
easily ice enemies that are hard to 
get to for other the commandos. 
Inferno can clear an enemy minefield 
(recycling enemy mines in the 
process) and then lay a new one in 
its place, surprising patrolling guards. 
Finally, Whiskey can distract almost 
anyone, a function that is often 
overlooked. 





TY, THE TASMANIAN TIGER 









THE DEV TEAM HELPS 
US CRACK THIS 
VEGEMITE 
ADVENTURE 


Walk on water 
The Frostyrang can create icebergs 
on water, so sometimes you can 
create your own platforms to reach 
your objectives. 


Vampire bats vs. bat vampire 
Having trouble hitting those pesky 
bats? Don't try. Instead, jump into the 
air and press the bite button when 
they are close. 


Weigh the scales 

Getting injured too much? Try 
spending some time in Rainbow 
Cliffs—if you collect all 25 Rainbow 
Scales that are hidden around the 
level and take them to the Bunyip 


DI60FDAABCA99B84 
Tokichiro’s Memo #3 

D16100E2BCA99B84 

HAVE GIFTS: 

Abacus D161068ABCA99B84 
Ancient Coin +D16107DABCA99B84 
The Analects DI6106A2BCA99B84 
Ancient Document 
D1I61058ABCA99B84 
DI60FC82BCA99B84 
D16107BABCA99B84 
D161051 ABCA99B84 
D161046ABCA99B84 
D16104BABCA99B84 
Bread D161077ABCA99B84 
Broken Bell DI6106FABCA99B84 
Brown Chick D161061ABCA99B84 
Lio) Gn) ec=la) 
D16104AABCA99B84 
D16107F2BCA99B84 


Beetle 
Black Beer 
Black Pill 
Blue Parrot 
Boquet 


roa ato 


Elder you will receive 
twice the normal 
amount of health. 


Bomb that wombat 
Can't beat Andy the Wombat in time 
attack? Try pulling out your 
Kaboomerang and smack him with it 
as he starts the race. 


Map quest 

Thunder Egg objectives are a bit 
difficult to figure out sometimes, but 
their location is revealed on the map 
in the pause screen. Use it to find out 
where you can go to earn yourself 
some thunder. 


Bull in a china shop 

When riding Bull, make sure to break 
all objects in the level such as sheds, 
houses, etc. Many opals and golden 
cogs are located in these objects. 


Ce) [fetr-lo) Vad 

D16104B2BCA99B84 
DI6105A2BCA99B84 
D161045ABCA99B84 
DI60FC42BCA99B84 
D161074ABCA99B84 


Cameo 
Chalk 
Gi i(eie 
lel alely<=ta} 
Chinese Fiddle 
D16107CABCA99B84 
D1610492BCAS9B84 
D16106C2BCA99B84 
Conch Shell Di61078ABCA99B84 
Confetti D1610522BCA99B84 
Copper Coin D16107D2BCA99B84 
Crown (ey OVE sier Nols) st37§ 
Crystal Ball D1610562BCA99B84 
Dead Flowers D1610442BCA99B84 
1D) (at=y D1610582BCA99B84 
Dumpling Cake 
D1610782BCA99B84 
ele) DI60FCBABCAS9B84 


Cloth 
Comb 


Burst Crikey’s bubbles 

Is Crikey the shark boss treating you 
like Charlie the Tuna? Look for the 
bubbles coming from the ocean 
floor—the objects you find are the 
key to defeating Crikey. 


Fired-up Fluffy 

When fighting Fluffy the giant snow 
boss, you will find that throwing your 
boomerang through the flames will 
boost the power of your boomerang. 





A Why waste time searching for 
platforms when you can make your own? 


Emblem D161073ABCA99B84 
European Hat D161072ABCA99B84 
Fairy Tale Book 
DI61060ABCA99B84 
D161FFE2BCA99B84 
Folding Fan D1610682BCA99B84 
aa tas) DI60FCA2BCA99B84 
Fork DI60FCB2BCA99B84 
Frog DI60FC92BCA99B84 
Fudo Leg Guard 
D161 F86ABCA99B84 
DI6105E2BCA99B84 
D161F93ABCA99B84 
D161071 ABCA99B84 
D1610722BCA99B84 
DI60FC8ABCA99B84 
D16107EABCA99B84 
D161 FFOABCA99B84 
D161F81 ABCA99B84 
DI61I05BABCA99B84 


He-)n aval) 0218 


Fur Skin 
Gabishi 
Glass 
Globe 
Gold Chick 
Gold Coin 
Gold Egg 
ef e-Taad 
Ee) tic) 
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P available in both Session and 2 
player modes. 


Unlock all music tracks 


M<¢37 7 @©® 
There are hidden CDs on every level. 
Each CD unlocks a new song. 


Unlock kids’ street bike for all riders 

®<<came 
This bike is found in the Chicago leve- 
lafter you rescue the kid with the 
medi-vac chopper. 


STREET HOOPS 


Enable Jump Shot Release Text 


HNDDO©OOOGOO 


Turn Momentum Meter Off 


©OCOGOanwo 


Unlock All Courts 
©QOnwmmnoOm© 


Super Block Ability 
@Owmm 


Super Steal Ability 
©wOnmOmOwm 


METAL GEAR SOLID 2 
Suppressed codes 

Snag the SOCOM suppressor! Track 
down this classic Metal Gear Solid 


item in the downstairs section of Strut > 


Green Parrot DIGOFC62BCA99B84 
Grilled Fish 
Hair Oil 

Hair Ornament 


D1610532BCA99B84 
DI6104A2BCA99B84 


DIGIOSAABCA99B84 


Hard Boots DI61F9OABCA99B84 
alata) 
History Books (All) 


D161F8FABCA99B84 


DIGIOGAABCA99B84 


History Books Vol.01 


DI6106B2BCA99B84 


History Books Vol.02 


DIGIO6BABCA99B84 


History Books Vol.03 


D1610642BCA99B84 


History Books Vol.04 


DI61064ABCA99B84 


History Books Vol.05 


D1610652BCA99B84 


History Books Vol.06 








AMD Athlon XP. Processor 2100+... $ 1359 
AMD Athlon XP Processor 2200+ $ 1399 
AMD Athlon XP Processor 2400+ $ 1419 
AMD Athion XP Processor 2600+ $ 1499 : 
AMD Athlon XP Processor 2700+ S$ 1569 


- ~ AMD Athlon XP: Processor 2000+ with QuantiSpeed 
Architecture outperforms competitive 2.0GHz processors 


~ <BLACK> Aluminum i-TEC SOHO Server Tower Case 
w/420 Watt Power + See Through Window 
+ Sound Activated Neon Light 


~ VIA KT400 Chip DDR400 8x AGP Main Board 
w/ USB 2.0 Ports 
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~ Sound Blaster Live 5.1 Sound Card 

~ Creative Labs Inspire 4.1 4400 Surround Sound Speakers 
~ 56K V.90 Fax/Modem w/Voice 

~ NEWII! USB 2.0 Port x2 + USB 1.1 Port x2 


Pee Woe aN eMule suman sclea = 
Parent 


Piece eine see Muelle a stoic 
~ <BLACK> Enhanced Multi-Media Keyboard 
Beet Leto tae Gaelic 

~ FREE Norton AntiVirus 2003 CD 


om cre ead i-Care : 
eluxe Technical | aes oF feo bao) 
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~ AMD Athlon XP Processor 2000+ with QuantiSpeed Architecture 
outperforms competitive 2. OGHz processors. 


~ <BLACK> PNT tra) 8-Bay Super Light Weight Teets Case 
DVM elie ees emcee WML Ced 
_ + Sound ei) NCTera mare 
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palette AULA Lr Lele ee} AMD Athlon XP Processor 2200+ $ 1639 
~ Free 1-Year 24/7 i-Care 

Dec cele Sse eee nes Se AMD Athlon XP Processor 2400+ $ 1659 

AMD Athlon XP Processor 2600+ $1729 

AMD Athlon XP Processor 2700+ S$ 1809 
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¥ The trick to Cat Scan is realizing that it’s 
actuall 
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e° HOW T0 






ly easier if you don’t kill every enemy. 





ROBOTECH: BATTLECRY 









A TDK INSIDER TURNS THE CAT 
SCAN MISSION FROM A TIGER INTO 
A PUSSYCAT 


Your mission objective is to protect 
and escort the defenseless Cat’s Eye 
radar craft through territory infested 
with battle pods and fighter pods. 
If played traditionally, it’s 

simply brutal. If played our 
way, it’s brutally simple. 


Fight the Guardian 
You'll spawn in Guardian 
Mode, which perfectly 
matches Cat's Eye's speed. This would 
lead you to believe that you should 
stay in G-mode. Wrong! Go with 
Fighter Mode—we'll tell you why in 

a second. 


Practice proper pod preservation 


Here's the first trick. The three battle 
pods will focus upon you and not the 


DI61065ABCA99B84 
History Books Vol.07 
D1610662BCA99B84 
History Books Vol.08 
DIGI066ABCA99B84 
History Books Vol.09 
D1610672BCA99B84 
History Books Vol10 
D161067ABCA99B84 
Houtengeki D161F8AABCA99B84 
Hatecta ky) DI61002ABCA99B84 
Kaleidoscope D16107C2BCA99B84 


Keimyo Hachimaki 

DI61F892BCA99B84 
DIGOFC52BCA99B84 
Loaded Dice D16105B2BCA99B84 


Lemon 


Love Potion DIGI0O59ABCA99B84 
Magnetic Compass 
DIGIO6F2BCA99B84 


Ls fe) D1610702BCA99B84 











Cat’s Eye. Kill one of the battle pods, 
but just one. As long as there are two 
left, no more will spawn. They're really 
no threat anyhow. 


Chuck chaff for the chumps to 
chase 


Now for the second trick—the fighter 
pods. Remember when 
we said to play this 
mission in Fighter 
Mode (if you don’t 

* remember, you've got 
some serious work to 
do on the ol’ attention span—it was 
only about fifty words ago.) Anyhow, 
the reason for this is that Fighter 
Mode gives you a chaff/decoy weapon 
that will keep the fighter pods’ 
missiles from hitting Cat’s Eye. 
Whenever there are fighter pods 
onscreen, launch chaff every 5-7 
seconds to render them ineffective, 
and blow them away with your other 
weapons when not firing chaff. 


DIGIOSSABCA99B84 
DIG1070ABCA99B84 


Mirror 

Music Box 
Naughty Novel 
DI61062ABCA99B84 
D161075ABCA99B84 
DI6106DABCAS9B84 


Oolong Tea 
lle a4 
Pandora's Box 
DIGO0FCAABCAS9B84 
Persian Carpet 
DI6105F2BCA99B84 
D161F94ABCA99B84 
Ta DIGOFCFABCA99B84 
Pickled Plum D1610772BCA99B84 
Pickled Vegetables 
DI6105C2BCA99B84 
D1610712BCA99B84 


Phirangi 


ales) 

Pirate Costume 
D161F8CABCA99B84 

Plant Book D1610592BCA99B84 

Playing Cards D1610482BCA99B84 
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Raw Fish 
Recorder 
Red Parrot 
River Fish 
Rotten Fish 
Rogue 
Sake From Kaga 


Sy]i¢ 

Scarf 

Silver Armor 
Silver Coin 
Sponge Cake D161076ABCA99B84 
Stamina Drink DIGIOOEABCA99B84 
aol 
Taizo Mandala DI6104FABCA99B84 
Tale Of The Heike 


> F. Itis in the small room on the 
bottom right side, but blocked by 
boxes. Just crawl through the vent in 
the room on the bottom left side. The 
suppressor is now yours. 


ROBOTECH 

Go to the “New Game” screen, not 
the Main Menu. While holding down 
the trigger buttons press 482q6wt. 
This will take you to a screen where 
you can type in the following codes. 


Gunpod Ammo Refreshes Faster 
SPACEFOLD 


Missiles Refresh Faster 
MARSBASE 


Both Guns and Missiles Refresh Faster 
MIRIYA 


Enable One Shot Kills 
BACKSTABBER 


Enable One Shot Kills In Sniper Mode 
SNIPER 


Unlock New Paint Schemes 
MISSMACROSS 


Unlock All Levels 
WEWILLWIN 


Unlock All Models and Awards 
WHERESMAX 


Enable Invincibility 
SUPERMECH 


Flip Everything Upside Down 
FLIPSIDE 


Unlock All Multiplayer Levels 
MULTIMAYHEM 


ARMORED CORE 3 


First Person View 


Pocket Watch DI6105FABCA99B84 
Lee) EISEN tel 


D161001 ABCA99B84 
D1610692BCA99B84 
DI61069ABCA99B84 
DIGOFC5ABCA99B84 
DI61F962BCA99B84 
D161044ABCA99B84 
DI610S5DABCA99B84 


D161074ABCA99B84 
DI61052ABCA99B84 
DIGIOSEABCA99B84 
DI61F972BCA99B84 
DI6107E2BCA99B84 


DI610602BCA99B84 


www.psmoniine.com 


You must have AC3 game data saved 
on a memory card that also contains 
save data from either AC2 or AC2AA. 
Load your saved AC3 data, enter a 
mission or VS battle, and pause the 
game (Start button). While the game 
is paused, simultaneously press the 
MOMOO©OOOL. If entered 
correctly, the view will switch to first 
person. To revert back to the default 
view, simply press the Start button 
again. 


Steal Arena Opponent Emblems 

To “borrow” the emblems of those 
you've defeated in the arena, just 
select the desired opponent from the 
Arena list and press both the Start 
and Select buttons simultaneously on 
the screen showing that opponent’s 
description. A sound effect plays 
when you've done it correctly and 
stolen the emblem. 


Unlock Part KWM-AD-50 
(Increases ammo storage capacity by 
50%) 

This part is awarded to the player 
when they manage to complete the 
mission (MT Training Excercise) 
without being hit once. 


Unlock Part MLH-MX/VOLAR 
(Heavy humanoid leg) 

This part is awarded to the player 
when they earn a rank of A or higher 
in AC Test 1 (the target practice test 
exercise). 


Unlock KWG-HZL30 

(Left arm-equipped, spread-shot 
Howitzer) 

This part is awarded to the player 
when they destroy two or more 
monorails on the Destroy Naire 
Bridge mission. 


D1610622BCA99B84 
D1610762BCA99B84 
Telescope DIGIO6GE2BCA99B84 
Tengu Mask DI6106EABCA99B84 
Textile Fabrics DIGIO48ABCA99B84 
Tube For Pigeon Leg 
DI610512BCA99B84 
Unique Mushroom 
DI6105D2BCA99B84 
Vodka D1610742BCA99B84 
Wasabi DI6105CABCA99B84 
Water Melon D161053ABCA99B84 
Western Boots 
D161F8E2BCA99B84 
D16106D2BCA99B84 
D1610752BCA99B84 
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Wind Bell 
A ial} 
Wonder Flower 

D16107A2BCA99B84 
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THE MOST 
ACCLAIMED 


GAME OF 
THE YEAR 


®" Awesome" 
- IGN 


®“Heir Apparent to GoldenEye" 
- Electronic Gaming Monthly 


®«*A Brilliant Game” 
- Nintendo Power 


ini Halo, Now This” 
- Xbox Nation 


“Whales Definitive PS2 Shooter” 
- PSM 


ma Game of the Year Title.. 
- Gaming Horizon 











® 


apc p spnbdor pie mere nal aay 
=f igi pe ahs tli tela gs 


TEEN 

Violence we 
pT TY <I | [ID © — xeox*< 
ESRB foes e a aS Ee 


ray ipa ie ral MN GMM a cuca arg Rae Alar ieee ere ar pale 
aa rome onan ree a ere Rocgrart 
Cromer sie baske ly oicnes fab 





Fed lamer etna gry 
Cr 













LEGEND OF LEGAIA 





MASTER THE ARTS WITH THESE MOVES LISTS 


Lang 

Normal Arts Cena 
Blue Moon Strike 25 16 
Downing Falcon ely 16 
Flowing Dance of the Flying Dragon Yee 16 
Mountain Breaker ft >T 16 
Shadow Divide e7te 20 
Broken Dance VT 20 
Demon Hit VUUT 20 
Lightning Blade UTTT 20 
Flashing Formation tUVe> 24 
Claw and Fang Attack UtvVeD 24 
Wind Blade Rondo €e72UtTe 24 
Hyper Arts 

The Fang Arts: (From the Scroll in the Training Cave) 

Violent Fang PUT 

Howling Fang >< 

Sky Fang PI><t 

The Lightning Arts 

God Lighting TIV> 

Sky Lighting ve voy’ 


Ultimate: (Unlocked through the fight against Strauss) 


Downed Dragon €]etT><€<UTt 

Kazan 

Normal Arts: 

Man Flower Punch * 22> 16 
No Regret, Moon Reflection Cut vers 16 
Lighting Vertical Kick | 16 
Dance of the Violet Tengu 393¢<5 20 
High Waves Jaw Breaker 272TT 20 
Furious One Two Punch UIT 20 
Whirlwind Mounting Dice UTTT 20 
Violent Wind True Punch veels 24 
Hyper Arts: 

ManWay Confused €¢€e 

ManFlower War Disturbance €€e7€ 

CherryFlower How! ><Tt 





CherryFlower Mounting FEe7DtV 

Ultimate: 

Herculean Lighting Rock Te 7A 

Sky Flag, Sword God Rete ly 

Maya 

Normal Arts: 

Icy Coffin t25 16 

Throbing Flame eve 16 

Sky Rending Lightning  >T<e 16 

Blinding Light from Stratosphere €<T> 16 

Whirlwind’s Blade >< 16 

Piercing Rocks vou 16 

Dark Clouds of Disaster VUt 16 

Approaching Ice Blades 2UT?> 20 

Mounting Fire Flow eee 20 

Guided Fire Spirits <eTtte 20 

Mounting Ice Columns 39 20 

Hyper Arts: 

Light of Origin Vt s<€ Light 

Dust to Dust Vb Earth 

Icy World 395095 Water 

Flash from the Gods TTT Lightning 

Dancing Inferno €€eeee Fire 

Door to the Abyss UTED Dark 

Ein 

Hyper Arts: 

Tempest, Raging Flame eve 

Tremor, Earth Shaking Axe Vou 

Dust, Furious Fighter  >t<Tt 

Crush, Smashing Seal Revers 

Sharon 

Hyper Arts: 

Attacks: 

Fearfull Attack €959 ; 

Merciful Arc ated roselare you 
tM LR es 

Lords: 

Lord of Eden €7€59 

Lord of Heaven €e79V€e5 

Roses: 

Windmill Rose VITA 

Detonator Rose VUUTTT 





Medicine D61005ABCA99BE6 
Secret Medicine 
D1610062BCA99BE6 
Perfect Medicine 
DI61I006ABCA99BE6 
Magic Liquid D1610072BCA99BE6 
Special M.Liquid 
DI61007ABCA99BE6 
Super M.Liquid 
D1610002BCA99BE6 
D1610632BCA99BE6 
D161063ABCA99BE6 
Gold Scale DI61FFO2BCA99B84 
Scarlet Key DI61FFCABCA99B84 
Great Powder Tube 
DIG1IO56ABCA99B84 
Snake Key D161FFF2BCA99B84 
Crescent Key D161FFIABCA9S9B84 


Power Jewel 
Magic Jewel 
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D161 FFI2BCA99B84 
D161 FFDABCAS9B84 
D161FFE2BCA99B84 
Sacred Flute D161FF22BCA99B84 
Key Plate D161FFD2BCA99B84 
Nobunaga's Knowledge 

D161 FF2ABCA99B84 
Nobunaga’s Reign 

D161 FF32BCA99B84 
Nobunaga's Dignity 

D161 FF3ABCA99B84 
Red Stone Pole 

DI6100D2BCA99B84 
Blue Stone Pole 
DIG100DABCA99B84 
D1610572BCA99B84 


Gna ava <a) 
Circle Key 
Golden Key 


Red Wedge 
Blue Wedge D161057ABCA99B84 
Green Wedge D1610502BCA99B84 
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Purple Wedge D161050ABCA99B84 
Ring Of Takajo D161047ABCA99B84 
Siaga Bomb DI6100F2BCA99B84 
Purify Charm D1610462BCA99B84 
Bronze Mask(Right) 
D161FF72BCA99B84 
Bronze Mask(Left) 
D161 FF7ABCA99B84 
Red Ring DIGIO00ABCA99B84 
(oleic sennie 
D1610012BCA99B84 
Fossilized Bones 
DI61049ABCA99B86 
Talisman D1610032BCA99BE6 
Red Bracelet DIGOFDDABCA99B84 
elects sire@clicls 
DIGOFDE2BCA99B84 
Blue Bracelet DIGOFDEABCAS9B84 


SW h Ve Settle] aerate 


Yellow Bracelet 
DI60FDF2BCA99B84 
Buraitou Tech1 
DI60FD42BCA99B84 
Buraitou Tech.2 
DIG0FD4ABCA99B84 
Hyuoujin-Yari Tech 
DIGOFD5ABCA99B84 
Hyuoujin-Yari Tech.2 
DIGOFD62BCA99B84 
Senpumaru Tech.1 
DI60FD72BCA99B84 
Senpumaru Tech.2 
DIG0FD7ABCA99B84 
Buraitou Secret 
DIGOFD32BCA99B84 
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' makers of Dynasty Wetttier 
2 new. look at Tactical eee n Entertainment! 


he player's decisions make the story! Multiple 

= story branches and endings allow the player to 

ot create their own Three: Kingdoms Saga! Will 

ge you stay true to history, or create an entirely 
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bo cr hoose to:follow the campaigns of 
4 eS ‘one. of three charismatic leaders, 
Liu Bei, Cao Cao or. Sun Ce. 
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game is coming to Xbox™! 
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You'll need a car, a very fast car, tick 
a V12 Vanquish with tons of gadgets, 
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enough gadgets, tock to help you blow up a space station, 
or jump out of a plane and tick stop a secret military force, 
before breaking into Mayhew’s estate, 


DIG 


007.ea.com 









or, engineering a rooftop escape from Phoenix International’s Tokyo 
office tock then exiting a burning gondola tick in the alps all in time 
to rendezvous tock with secret agents Zoe and tick Dominique 
Sixty seconds of Bond’s world. 
but don’t pat yourself on the back tock too much It’s more than most people 
because tick that was only one minute, and there do their entire life. 
are still 1,400 left in the day tock. 
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| PSM Letters 
c/o Imagine Media 





150 North Hill Drive 
Brisbane, CA, 94005 USA 


E-mail: 
psm@imaginemedia.com. 





|, Kraven 
the Hunter, 
I will fight o/y on 
the Microsort 
Xbox! ™ 


Hey 
Kravie-baby, 
here's another Xbox 
exclusive for ya-- 
ass webbing! 


PM ETN Poe Oa ea ace get Bry ee OUR CoM cre eR mle a it up Pi rte. 





RANDY’S TIP 

OF THE MONTH: 
Having trouble with 
the ladies? Then give 
Randy’s sure-fire pick- 
up lines a try! 


» “Hey baby, why 
don’t you slip me your 
nude code?” 


Bobby Whitaker, redrackerek2@ushaoo.com 


> “How about we ERIC 


go back to my place 
and explore your 
secret level?” 


» “I never thought 
I'd love again after 
Aeris died... but then 
I saw you.” 


And the Coup de Grace: 


» “You must defeat 
Shen Long to stand 
a chance.” 


The most recent was in a very tightly 
played game of Madden 2003. All the 
fellas were over having a tournament. 


Bennett's hands for an 85 yard 
touchdown! The room erupted! 


Jeff Manthey Fountain Valley, CA 


Mae Re RUC a mR mee i] 
monkey suit, no one except Randy will notice... 





| love racing games, but | have a few complaints 
about the “best” racing game, Gran Turismo 3. 
First of all, there is no car damage. What kind of 
racing sim has no car damage? Also I've noticed 
that | can crash into a wall doing 200 m.p.h. and 
the car BOUNCES off the wall. Secondly, | 
recently bought the Logitech force feedback 
steering wheel and | had to take it back because 
it was too sensitive. Are all steering wheels like 
that or is it just me? Is there a way to adjust the 
sensitivity? Are there any wheels out there that 
would suit me better? 
Nick L. Spector, 
nickthe_goalie@hatmail.com 


The lack of damage modeling in 
GT3 isn’t a limitation of the game, but 
rather of the licensing agreement with the 
various manufacturers whose cars appear in 
the game—they simply don’t want their cars 
shown being crushed in wrecks, for 
whatever reason. However, we have seen 
more recent racers (such as EA’s Need For 
Speed: Hot Pursuit 2), which do feature 
extensive collision damage on licensed cars 
(even Ferraris!), so there may be hope for 


four at the time... took me an hour to 
figure out how to jump. "You stupid 
mushroom men" is probably the first thi 





Ne Cel is Mivemoeraemaremelt econ 
on our website at psmonline.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


Bem tyra ett TH 
“Memorable gaming moments— we all 
have ‘em. Let’s hear yours: good or bad’ 


a Tat=icMU eee elmo) trea] amNY LUO GT 
score tied up at O with 4th and 15 and 30 
seconds left in the game, Culpepper tried 
to throw it to a tightly covered Byron 
Gales ee Se 
tipped off a defender, right into Michael 


Explaining my excess tardies to my school 
principal because G7A3 just came out. 
BTeTur latest Varela lem Samy 


Playing the original Mario, | was about 


| ever shouted at my TV... 
Paul Santagada New Paltz, NY 


| was playing Metal Gear Solid 2 and | was 
Celre\ i liay =m le (mre oye 1 (Me) NTI F-0<omLU 
Raiden and all of a sudden a bi 





144 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE 


#65 DECEMBER 2002 


www.psmonline.com 





DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 








Now 
| gotta 
tell my wife 
| we can't 
eat this 
week... 





A When you're betting on a CPU vs. CPU game, 


it’s time to admit you have a gambling problem. 





-.-What 
do you mean 
“nachos arer’t § 
AealthY’? 


PMS me On Um eae Ca CLT Mg 
fully understand the world of the “hu-mans.” 


r SeeP 

| toldja my 
Whimate 
Wedgie” 7 
technique 
worked! 


A Scrotal Abrasive Syndrome (SAS) is no laughing 
Em LCM mma Cm Come Bice tt a 


decides to use my back as a restroom. 
This and seeing Raiden slip on and fall on 
Bird Sh’t are the most memorable and 
funniest things I’ve ever seen in a game. 
it fal de C= 321] (207) (HM 


| remember when | was about 8 years 
old. I'd go over to my friend Mickey's 
house and we'd stay up until 12 o'clock 














(way past bed time) and play Ninja Turtles 
on NES. Those were the good ol’ days. 


My first "Setting of the old lady on fire” in 
Grand Theft Auto 3... tender moments... 


Finally beating FFX & doing the "Who's 


some serious wrecking action in the next 
Gran Turismo. As for the GT Force wheel, 
there is actually an option to adjust sensitiv- 
ity within G73, but you must have missed it. 
Actually, most (if not all) racers offer the 
option, whether you're using the GT Force 
wheel or any number of other third-party 
steering peripherals. 


In all the articles about PlayStation’s upcoming 
online games, | have yet to see anyone talk about 
possible cheating. I've been playing first person 
shooters online with my PC for years now; Half 
Life mods, RTCW, UT, Quake, etc., and one thing 
they all have in common is cheaters. I’m not 
talking about camping at a respawn point or 
other dirty tricks; I’m talking about the people 
with auto-aim cheats, super-speed cheats, see- 
through walls... the list is endless. 

Now | know most, if not all, console games 
have cheats built in, and when it only affects the 
single-player experience, it’s okay; you choose to 
use them or not. Have online games like SOCOM 
and Time Splitters 2 forgone built-in cheats that 
would give someone the upper hand in a multi- 
player match? If they haven't, do the cheats only 
work in the single player campaigns? What about 
GameShark? Will there be codes to give 
someone perfect aim, or become invincible? I'm 
sure Sony and the game developers have taken 
all this into consideration, but | have yet to see an 
article dealing with this issue. If | can’t join an 
online game without half the people cheating, 
then I'll be returning my network adapter, and | 
don't think I'll be alone. 

Sean Wood, 
kayareidesigns@hotmail.com 


It’s interesting that you bring up 
that point because that’s exactly what’s 
happening as I write this. It appears that 
some gamers have been able to use the 
Interact GameShark to change certain 
aspects of games when played online. | 
expect that Sony and other developers will 
step in and prevent this form of cheating 
from running rampant. With the launch of 
PS2 online gaming, there are bound to be a 


Zack McGhee Atmore, AL 


Teese mses a SLAY 


W Vat o4'=10 0 BY=] pede eyn) Van COR Cl ala Tao Loa) 
little girl after watching the ending FMV. 
eleanor 


| was playing Gekido with a friend of mine. 
AW TATUM elem Teta Lt ares ole sra | 
performed my Wipeout move at the same 


few problems. Over time, things should be 
ironed out and online cheating should even- 
tually be put to rest. Let’s cross our fingers. 


Hey, guys. It seems like you have a problem with 
some women gamers complaining about hot 
chicks in videogames. So, with that, I've come up 
with a list as to why guys don’t complain about 
this topic like women do: 


1. Chicks in games are hot, and will let guys play 
with them anytime they want. Real chicks want 
you to go on dates and meet their parents first. 


2. Chicks in games don’t mind if you bring the 
guys over to watch her do some new “tricks”. 


3. Nude code? Sure! Chicks in games don't care! 
Hell, they will still do 360 jumps with their “guns” 
sticking out just for your enjoyment! 


4. Chicks in games will be your friend, try to kill 
you, then be your friend again! It’s the perfect 
love-hate relationship! 


| hope that clears up the question about Hot 
Chicks in Games for most of the women out 
there. By the way, I'm a chick, too. 
Carlene Adamson, 
loudd@sailormoon.com 


Well, Carlene (if that is your real 
name... ), let’s take your statements one at a 
time, shall we? 


1. Some real girls will let you do that also. 
That’s why we have free VD clinics in nearly 
every major city. 


2. The only girls who do this in real life 
usually belong to a hardcore outlaw 
motorcycle gang. 


3. The only girls in real life who will do this 
expect you to slip $20 or more into their 
thongs after their “jumps” make a mess of 
your pants. 


time my friend scored the finishing hit at 


the same time the boss tried to teleport. 





GAMES WE 
WANT TO SEE 


SLOWDOWN 
SHOWDOWN 

Most games strive for 
fast framerates, but the 
object of this innovative 
3D fighter would 
actually be to slow 
things down. Players 
wouldn’t have life bars— 
instead, they’d get 
points for causing the 
game to slow down by 
performing combo 
moves against 
opponents. The bigger 
the combo, the greater 
the slowdown. The 
longer the slowdown 
lasts, the more points 
are rewarded. The game 
clock would slow down, 
too, so matches could 
conceivably last for 
hours—or days, if the 
players are really good! 


The poor Playstation choked and died. We 
were so surprised we took a picture. 
LV a-[ > 4a mess TIALS OLA 


When my dog pissed on my PS2 after | 
beat GTA3. Damn Dog! 


aTeTtel Tem TS ui urn eyAc] (sol 


Playing Fatal Frame. For hours after | 
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HARDCORE 


| don’t know if I'm the only one that noticed 
this, but a lot of demons in Onimusha: 
Warlords are named after characters in 
Shakespeare's Hamlet. A few of 
Shakespeare's character names, like 
Guildenstern, Reynaldo, Osric, Marcellus, 
and Fortinbras are also characters in the 
game. | wanted to know if this was some 
strange coincidence or are the developers 
big Shakespeare fans? 
Jonathan Sanford, 
jonny507 @rochester.rr.com 


That’s an interesting point you 
bring up. We haven't been able to 
confirm it with Capcom, but it does 
appear that there is some sort of con- 
nection. While some of the characters 
have been named after prominent 
people in Japanese history, it appears 
that some of the others have been 
named after the ones in Shakespeare’s 
masterpiece. 


LT LF A 


4. Funny, but this sounds exactly like the 
time I was married... 


When | first got Grand Theft Auto III, a vehicle | 
was in landed in the entrance of the Subway 
thing on Portland. The car had flipped onto its 
back and | clicked triangle, got out, and | was 
trapped between the car and the gate blocking 
the Subway off. Well, the car exploded and | 
didn't lose much health, but it sent me through 
the gates and into the Subway. Now I'm able to 
access the other islands without doing all the 
missions. This wasn’t meant to happen, was it? 
Anna Hendrixson, 
Ajhendrixson@joink.com 


Anna, that pact you made with the 
Devil seems to be paying off. 


|.am 16 years old, and a huge anime fan. | am 


went to bed, | kept imagining there was 
o)a stalin =me (0) AMA ATM ar lL iT) Ae mm amNY 
basement. | didn’t sleep at all. 

Rebecca Petersburg Unknown, VA 


| remember one night when | was playing 
FF8 with the vibration on at 2 AM. | had 
taken my relaxed position in my arm chair 
when room mate entered. "Why do you 





hold the controller close to your crotch?" 
My face blazed with embarrassment. I've 
lol={=1a =| oo) geo) OMe) Mm NA\VARCol LATIN 

joLes (0m =o 

lan Thompson College Station, TX 


When | first beat Dragon Warrior on the 
NES system. Oh, the power which 
coursed through my tiny body was too 


oy os 


ASK 145 
=je) ae =. 
GOR iLLA 
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i i! | wanted to know if taking a liking to one game 
Lire] ake] nT ene MN SIael=xelt arm e-lae Ne) eV Tarem aT 





you beat it again and again until they make a sequel to it 


ClaleR Una c=ol=r- 1a MUM ge Mg erm MTT ce Rom Ma Ce alta 
RD, RDchillin! @aol.com 


Which is better, pickles or bacon? 








BILL Yes, Dave, it is, but only if your area has a lot of 
jungle vines and you know two guys who can pound 
out Ascii code quickly on hollow logs... 


Can we settle the age old argument once and for all? 


tell Clu mellitus 


RR ARR a COM RT Tg 
CMM MMe T Mn ce] 
BM ee aM RLU LMT 
CCA RUC RIUM mn aC et ae TC 
sequel. Trust me on this one... 


Is it possible to play online in South America? 


ETT Cle 
serranod900@hotmail.com 


just very disappointed that in Japan, tons of 
anime videogames are released constantly, such 
as Gate Keepers and Evangelion, my two favorite 
anime! | was just wondering why aren't anime 
games released here? | know there are many 
anime fans who would want to get their hands 
on them as much as | do. The only thing | can do 
to satisfy my anime-game craving is pull my 
Genesis out of the depths of my closet and play 
Phantasy Star IV; but after playing the beautiful 
FFX, that gets a little bit too hard to bear. When | 
read that the Sakura Taisen series is going to be 
released next year, | got shivers of happiness. 
Why aren't these really great anime games ever 
sold in the U.S? Is there anywhere | might be 
able to get them? 

Justin Heifetz, Silver-Dragon@ren.com 


I feel your pain, Justin. Here’s the 
problem: in Japan, anime is mainstream 
entertainment, enjoyed by millions and 
millions of people. Thus, licensed anime 
games sell well. Here however, anime is still 
a niche market appreciated by only a 
fraction of gamers, so anime games are less 
likely to sell well. Thus, publishers stay 
away. The good news is that anime’s popu- 
larity continues to grow, and Bandai’s 


much to handle, and | exploded in a 

Ne ]Ce AYA Nom lL <= O)m ACN BAYA Y= 1E=10 LOM ATL} 
never heard. Sadly, | woke my sleeping 
brother. | was promptly grounded. 


BILL Finally, an intelligent question! A question that 


has plagued Mankind for untold centuries! A question 
that, when answered, will unlock the mysteries of 


the Universe! Uh... what was the question again? 


Have a question that requires a thoughtful, adult answer? 


“800-LB. Gorilla” in the Subject Line. 





Gundam games sell pretty well, so | think 
we'll see more and more anime games as 
time goes on. Be warned, though: licensed 
games in Japan are often as poorly made as 
licensed games in the U.S. If you still want 
to see for yourself, there are plenty of good 
import stores online, including 
Www.ncsx.com and www.therage.com — 
tell ‘em E sent you. But remember: you 
need a Japanese PS2 (or an illegal mod 
chip) to play them. 


| have a problem! | am 26, work hard, and | get 
paid pretty good and so does my fiancee. The 
problem is | do not live at home with Mommy 
anymore and do not think | can afford the 
monthly fees from every company who puts out 
an online game. | just think there is going to be a 
problem getting an online fix and paying real life 
bills; $5 or $10 here and there add up quickly, 
especially with rent, car payments, power and 

tc... | also don’t think | am the only one 
worried about this: about half the people who 
play games fit into my financial category, so the 
industry should start listening to our pleas about 
cutting fees for online games now. 

Richard Lince, Rickerjr@adelphia.net 


Jason Miller Canton, OH 
ee)a tele 


| was four, and my cousin was playing 
some ninja game and the first boss battle 
ensued. The thing had 5 heads and guts 


Send an e-mail to bdonohue@imaginemedia.com, with 


WHERE ARE 
THEY NOW? 


FF VIl’s BARRET 

Best known for his con- 
tribution to the over- 
throw of the evil 
Sephiroth, Barret now 
works as a mechanic at 
his own shop. “After dat 
War was over, none a 
dem foo’s would slide 
me any work”, Barret 
told us, while using his 
hand-mounted gun 
barrels to twist loose 
lugnuts. “Tifa stuck 
around for awhile, but a 
fine-ass ho like dat ain’t 
gonna hang wit’ no 
greasemonkey.’ Recalling 
Tifa’s memory, however, 
had quite an effect... 
“We were soul mates... 
two spirits intertwined. 
My true-heart’s love is 
gone now, gone with the 
whispering wind... foo.” 


ole gia MoU mem cM OU aM (a-| Nicest ea 
glory). This was very scary for me then... 
and | sorta let the lemonade spill outta 
my pants. My mom had to disinfect the 
carpet and my cousin's Super Famicom 
Tom Sumer Mentor, OH 


Madden 2002, Super Bowl, 7 seconds to 
go in the 4th, down by two, on the 32 






Mild Violence 
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Comic Mischief 
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TRADING PLACES 


Snake, your 
only defense 
iS your rocket 
launcherl 


Why do you sound 
like you've got 
Plugs up your p 


| Vaenpin’ Sack 
Dariels/ \Nro 
the heck are 
you, mister? 


| finished pasting 
Carmelita Fox's ead onto 
Pamela Anderson's bod/y 
like you asked--I'm sending 
it to you now... 


Waitaminute: 


Don’t worry: most games playable 
online (particularly on PS2) don’t require 
any extra monthly fees beyond your basic 
ISP bill. In fact, the only “pay to play” 
online titles we’re aware of for PS2 are 
EverQuest Online Adventures and Final 
Fantasy XIl—and we don’t see the number 
growing anytime soon. For the most part, 
you're going to be able to play for free, at 
least for the next couple of years. 


In your review of Madden 2003, you didn’t 
mention a very, VERY disturbing ‘feature’ that 
needs to be addressed immediately! | am talking 
about the Madden Cards. Some of the cards 
require you to OWN (or rent) other EA titles in 
order to unlock them. This is completely UNAC- 
CEPTABLE! Not only is this a problem, but they 
don't explain which titles are needed or how you 
use them to unlock the cards. Some require you 
to own an EA Racing title and some require you 
to own another EA Football title. Well, which 
titles? Which version of those titles is needed? | 
have saves from Madden 2002 and NCAA 2002 
on Memory Card 1, but their presence is not 
unlocking the cards that require other EA 
Football titles! Previous versions don’t open 
them!?! The only other EA Football title would 
be NCAA 2003; is that what is needed? If so, say 
so! What racing games? SSX and SSX Tricky are 
technically racing games, but saves for them 
don't unlock “those” cards. So which titles, and 
which versions? 


yard line, field goal... power outage. 
Craig Vornberg Milford, OH 


IF you’re here, 
B® then where is Sv ! 
eee 





Jim Butler, Address Withheld 


Well, I tend to disagree with you 
that the Madden card situation is unaccept- 
able. | think it’s a interesting idea because it 
rewards those of you who truly support EA, 
as a company. Some of the other future 
games, such as Tiger Woods, will also 
include this feature. Right now, the devel- 
opers are just testing out the idea in order 
to see what the fans think. If they like it, 
then you may see it in every one of the 
games. However, if you all truly hate it, then 
| expect it won’t be making an appearance 
next year. 

To answer your questions, though, we 
went straight to the source and got this 
from an EA representative: “NCAA Football 
2003 and NASCAR Thunder 2003 each 
unlock 5 exclusive Madden Cards each. All 
the user needs to do is have a save file from 
them (of any type) and it will be auto- 
detected upon boot-up.” 


You guys seem to think VF4 is like the greatest 
fighter ever. | thought that, too, so | went out and 
bought it, but then after a few hours, | got bored 
of the game. | find that games with only punch, 
kick, block are quite boring. | thought VF4 would 
change that, but no. | think 7ekken 4 will totally 
kill VF4. 

Thanh Ha, thanh_S3II @yshoo.com 


TECH TALK 


Maybe you can help me. | am considering buying a large, widescreen 
HDTV. My question is: Would the picture in my videogames be widened 
because of the aspect ratio of the screen? Or would there be black 
bars on the sides similar to the black bars on the top and bottom when 
watching some DVD's? Widening the game picture would make it look 
strange, | think. Also, how big a TV do you recommend? Thanks! 
Lewis K. McCall, mecall40@yahoo.com 


Most widescreen TVs have the ability to stretch a 
normal 3:4 aspect image and make it look halfway normal. Of 
course, you can always just look at it with black bars on both 
sides and maintain the exact aspect ratio. More and more games 
are shipping with widescreen modes, however, that take full 
advantage of the, well, wider aspect ratio of newer TVs. Most 
people watch television in their living room from about six feet 
away, and at that distance a 40-50” set is optimal. 


The war between Virtua Fighter and Tekken still continues to 
this day. It’s sort of like the battle between Madden and Sega’s 2K 
series of football games. Personally, | prefer the feel and balance of 
the VF series. | think the characters play very uniquely and that the 
combat system is more refined and responsive. Tekken is still a great 
franchise, but I hate the way that combos are structured and that 
there was no detailed training mode in Tekken 4. Fighting games 
aren’t going to draw in more fans unless they try and teach people 
how to play them. 

Despite this, I play both series often... | just like Virtua Fighter 
better. There are a lot of people out there who will agree with me. 
However, there are probably an equal number who like Tekken 
better. No one is wrong. It’s just an opinion, isn’t it? 


longer have this problem. :-) 
Trevor Adwell Chanute, KS 


i) M em Mell) aoe EMG 
favorite character, Jin Kazama, while my 
Lune CMU nA lal Aa Apt oMe) UCU 


threw the controller down and claimed 
that | would never play again after wit- 
nessing that horrendous move. | felt like 


| needed an ice bag of my own. 
Joe Carlotta Middletown, OH 


had a whole crack-load of moves that 
even the CPU didn't use, one of them 
involved your character being on the 
ground, King grabbing your legs and 
spreading them apart, and headbutting 
you in the crotch. | felt Jin's pain, and 


12 (e ql gmt eMO) aN] seo) SA ACSI MV =IM LO 
a wee child of 5-6, | was completely 


One of my best gaming moments came 
recently. | finally reached 50,000 civilian 
(o(=Fo] tg CP /- foam n= 1C MoM ne) Un) ay om om acy 
satisfaction of knowing that you basically 
wiped out Cheyenne, Wyoming!!! 

Randy Peacock Lakewood, CO 


absorbed into Cia Mario Bros. Well, not 
wanting to quit for eelat losing (and not 
being smart enough to pause), | played 
until | peed my pants. Rest assured, | no 


| was playing Stuntman on the very last 
level—the one with the yellow car. | was 
almost there and at the last moment 
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Presenting Evolution Skateboarding—a heaping helping of pure skating goodness 

Pull off 70 of the gnarliest tricks. Carve, grind and soar through eight wicked 
worlds that change for each of your eight pro riders. Conquer 30 trick-based 
missions in Challenge Mode. And then use your skating skills against powerful 
boss characters, including a two-ton semi. Open wide. This promises to be tasty. 


BATTLE BOSs c PTY tree 


UNLOCK HIDDEN Rees 


Blood 
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PS 


Every month we take a look at the coolest PlayStation 2 fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We'll take 
originals too, but we can’t return them.) Address it to PSM 


LU am irre te  tare| Beem ei 


CUCM ee sOM CRT My mC) ; 
piece to us at psm@futurenetworkusa.com. Be sure to label 
the subject heading “Fan Art.’ Now get busy! :-) 


, a rt Petre Penn ny the 
fishes, courtesy of artist JEY MAMA. 





MGS2 pic by RICHARD 


with | decke 


PM Bee cg 
of Sub-Zero. Great art, Tim! 





eee RUN a PRT a 
thought it appropriate to give it this fan art the spotlight. And hey, it reenact 
didn’t hurt that this is one kick-ass piece! It captures the whimsical nature 
of the characters, while also showing the sentimental feel that... Aw, who 1 I a | 
ECAR leer MUU UMC a ae Pasa laced by H e | 4 MYRON LOVE's Scorpion says “Who 
ee Hoe : zh POMS Tce MET tera 





before | hit the jets, | forgot which was the — now, bought me my very first Nintendo for —_up all three bullets, so the next time it My fondest gaming memory was when | 
action button to eject, and ended up a Christmas present. said “Fire” my gun just clicked and the stepped on my FF7 disk and accidentally 
failing the level with a perfect time. Oh Mike Shea Milwaukee, WI —- Rex ate me. Next it was my friend's turn. smashed it (sob). 
| well, I'll wait through the load screen for The first time, he hit him once and kept Kyle Little Burton, MI 
| the 100th time. Last weekend we played Dino Crisis up to running. The second time, he just stood 
limmy Tuazon Green Cove Spring, FL _ the very end. You had to shoot the T-Rex Ht t=lccWr=1n(e taro co) =| CoM Nga (ll PSO) Lara Croft saying "Now let me get out of 
every time the word “Fire” flashed at the JoYb Co) MUS oem e)U a tne a alm IME these wet clothes’, then it goes to the 
Aba Woes wee] alia =m=y. 9210 SMR ASML bottom of the screen, so | tried first. too scared. main menu... what a tease! 
father, who has been dead for 3 years When it said “Fire” | shot him, but, | used Robert Carriere Richer, MB Ric Bellamo West Orange, NJ 
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Experience unprecedented 
realism in the only racing 
game that lets you control 
the rider lean in turns. 
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® 
Visit www.esrb.org or 
call 1-800-771-3772 


for Rating Information. 
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Sear asphalt on 200 of the Earn upgrades to trick 
world’s fastest motorcycles out your bikes with 
from Yamaha, Honda, top-of-the-line engines, 
Suzuki and more. Dp eee ee glo) ae 
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LICENSED PRODUCT 





Professional rider shown on closed course. 


No purchase necessary to enter or win. Sweepstakes period 9/3/02 to 1/15/03. Open to United States legal residents excludi Hl Florida and Hawaii at least 18 years old. 

Void where prohibited. Go to www.ridingspirits.net for official rules. Sony Computer Entertainment America takes no responsibility for this offer. 
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“YAMAHA” and the Tuning Fork Mark are used with permission of Yamaha Motor Co., Ltd. 
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Licensed for play on the PlayStation®2 computer entertainment systems with the NTSC U/C designation only. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 
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THE PSM HOLIDAY SPECIAL! § penta nt rts 
5 _ sarees 7 4 / Richard Lesovoy Production Dir 
Our 13th-issue Holiday Special is always one of our | Peds) i taecycinar at 
biggest books of the year, so you won’t want to miss out! a Se 
: : pas : f CIRCULATION STAFE 
We'll have a massive buyer’s guide, our personal top picks, Wee wo es , Kata Babes ri Creston Deroy 
and lots of zany holiday fun that will get you into the spirit. | ie Pee reer ee PCa 


BET Tia Ut eam Maemo cer] Se 


OUR BIGGEST REVIEWS ISSUE ‘. ; Resection ad 
: : : wanson Associate Publisher 

Just take a look at this hot lineup of reviews we've got Poa ommcnsner ekoun Le) [ Saori 

¥ z . d Bir lalA TU meen UN cceste| ol Mla 
slated for you guys: Mortal Kombat: Deadly Alliance, Bre hiehentetacatcen 
WWE SmackDown: Shut Your Mouth, Suikoden III, Tony : Lees re ees Es Ren AS 
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Hawk 4, Contra: Shattered Soldier and loads more! , we eee Michelle Torrey Bay Area Sales Manager 
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STEVEN TANG of Chicago, IL is tae eka ll 
the winner of our August Caption Fat evecot site ni aie te Leo 

. he Future Network USA, 150 North Hill Drive, Bri Die U 
Contest (you can check out his criodicals postage paid in Brisbane, CA and at addi ees 
winning cap tion below) Steven eral dis zn oe i vate oes Co. Ed 
L enclosure in version "B”. Basic subscription rates: one year (12 issues 

= 3 ‘ US AG pb SL Reb) eer price includes GST (GST #128220688), 
your PSM Prize Pack is on the way! Ce ROM aCe mae LO e one ete 
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That issue also contained our 1999 woe Fe 
Holiday Buyer’s Guide, which had some 5 F353 cr 
of the sweetest game girl art you'll ever ae A 


see (go back and relive the sweetness, if : ; The Future Network serves the information needs of 
Remember way back when the Resident you've got the issue). We were still | Eel ee UO I DN Eel 


De ey 


Boyer’ jes Lae by Sal Webs ant Yr tet 
° . fe . ie 1, rh joney, trustwol ee 
Evil series came out for PlayStation- basking in the glory of the PS2’s multiple ways to save time and money, and are a pleasure 
si : i to read or visit. This simple strategy has helped create one 
branded consoles? Ah, those were the unveiling the month before, with over i meas cone gS 
‘99 Idn’t 100 f launch titles like Rid perpetrate 
days. Back in December ‘99, we couldn screens of launch titles like Ridge Se eh cee 
i i i | Ae a i Wel elu una te) 
have predicted the train wreck that is Racer V, Tekken Tag and the then-named 3 port ate teeta es oy aT 
Resident Evil GameCube-exclusivity, and Gran Turismo 2000. December ‘99 was : : Deo 





the zombie-killing action was all good. a pretty sweet issue, if you ask us! rolls UC uot the Bice 
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